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CAUTION 

Please Use Polarization 
control during solor viewing 



16-Bit, 32 Voice, Fully Digital 
Stereo Audio for Your Amiga 



The One-Stop Music Shop 

catapults you into the world of 
professional audio. Once you 
hear this state-of-the-art sound- 
card, you'll wonder how you 
ever lived ivithout it. With 
dozetv! of digital instruments, 
the One-Stop Music Shop is the 
perfect accompaniment to your 
desktop video or professional 
MIDI setup. 

Hundreds Of Sounds. . . 

Featuring the award-winning 
E-Mu Proteus SoundEngine, the 
One-Stop Music Shop includes 
hundreds of l6-bit linear 
CD-quatity samples recorded, 
looped and edited to optimize 
the quality and variety of 
sounds. From piano to piccolo, 
trumpet to tambourine, these 
high-quality instruments are 
yours for less tlian the cost of a 
MIDI setup. Plus, we even threw 
in a MIDI interface so that you 
can use your serial port for 
genkjcks, video conlrtjllers, 
modems, and more. 

Clear AS A BELL... 

You've never heard Amiga 
music sound this crisp and clear. 
The One-Stop Music Shop's 
exclusive signal proce.ssing ASIC 
chip was designed for high 
quality digital audio sampling 
systems. It can handle 32 
channels of digital audio 
decoding and reconstruction in 



real-time with minimal distortion 
and artifacts. Just plug it in. It's 
ea.sy! Write video soundtracks, 
original music, multi-media 
scores and more. 

Design IT Yourself... 

The One-Stop MlisIc Shop even 
includes .special editing software, 
so you can design your own 
in.struments from scratch. Mix 
samples or cross-fade. Mockilate 
each sound with various 
sources, such as velocity, MIDI 
controllers and LFOs. You'll be 
amazed at the instruments and 
sound effects you can create! 

Instant Compatibility. . . 

Because the One-Stop Music 
Shop confomis to the General 
MIDI and Multi-Media PC 
specifications, you've got instant 
compatibility with thousands of 
scmgfiles. Use the One-Stop 
Music Shop instead of the 
Amiga's 8-bit sound hardware in 
Bars&Pipes Professional and 
SuperJAM! Or reorganize its 
banks witli The PatchMeister. 

Multi-media, pro video, 
education, composition, 
recreation. The musical 
possibilities are endless! 




E-mu Proteu^SoundEngine 
For The Amiga 



TECHNICAL SPECIFICAnONS: 

Souiul Generation: 4 .MB SoundFile 
HO.M • E-.Mu G1.5 proprietaiy DSP 

• 20H7. - 20kH?; frcciueni. y ivspiinse 

Audio Outjiuts and Ma.\. Level: 2 
(stereo) • +4dBm into dOO Ohnxs 

Distorrkm: THD + N less than 0.05% 

• IMD le.-is than O.OS'Vu 

Iniegraietl MIDI interface: MIDI Out 

• .MIDI In 

•Sound File.-i: Stored in -iMegabytes of 
ROM • Over 210 samples unci wave 
fomis • .Sounds organized into 128 
Presets • 6-1 druiii maps • Cicnenil 
MIDI compmible 

HardvMiiv Compatibility: A20(10. 
2S00 • .■\3000. .•\5000T • .-V-iOOO 

Software Iniegraiitiii: Bars&Pipes 
Profession:i1 • SuperJAM! • Tlie 
PatiliMeister • .-MU-xx-tontroIhii-iIc 
.MIDI File pl:lyer • Loop-h.iok MIDI 
Software Integrator 



nel'erffclBami 
fnrSiifx.'rIAM! 



THE 

BLUE RIBBON 

SOUNDWORKS 

LTD 



1605 Chantilly Drive 

Suite 200 

Atlanta, GA 50^24 
404-315-0212 
404-31 5-02 13 fax 



The fUtte Kibh«t Si'Hitd^nfis. Ban&ttfjts. Pn^tsAimud. Otie-Skfi MiLttc .Vifip. iupcrJAM'afut '/he FOtchMnHer an- trademark: f/Uv Hlttt- RiNyi 
SrAnuiVi>ria. 1 Jit. Ait t>lht^hriai4i€itui'i'r product namt^iifvlniiii^ariaL^lbeir'^ AS! •ptf^imiiii'a suh)Li:l (uthuiai- tnlhwl i' 
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CCEl£RAWN: 

THE TIME TESTED, 

USER-PROVEN, BEST 

SOLUTION 



POWERED 




Only the GVP Family of Combo 
Accelerators are Packed, Stacked 
and Backed with mare of what you 
want Most! 

Don't get stuck. Don't ovcipay. Don't 
buy half a solution. Don't take chances. 
When you're shopping for an accelerator, 
there is only one thing you should do... 

Choose from GVP's fainily of G-FORCE 
040 and 030-based Combo Accelerator 
boards. 

WHY? Because only GVP: 

► Has a proven 5 year history of the best 
product performance and suppon. 




► Gives you the choice of state-of-the-art 
68030 or 68040 CPU Power at blazing 
speeds of 25, ii, 40 or 50MHZ. No 
matter wh;it your budget or speed 
requirements, GVP has the right 
solution for you. 

► Provides unsurpassed multi-functional- 
ity through superior design integration 
giving ALL GVP accelerator users: 

• On-board SCSI-H compatible DMA 
Hard Drive Controller 

• Up to 16MB of high speed 32 Bit- 
Wide Memor)' expansion (up to 
64MB with 16MB SIMMS available 
late 1992) 

• Ability to transfomi your accelerator 
into the ultimate hardcard with 

GVP's new improved snap on 
HardDisk mount kit 

• On-board ftiture expansion 
possibilities with the GVP 
exclusive 32-Bit expansion 
bus (including GVP's 
EGS 110/24). This 
feature alone hterally 
obsoletes ALL other 
accelerator products. 

Backs hLL GVP accelera- ! 
tors with a full 2-year war- ■ 
ranty and upgrade program. 



Choose GVP's newest, fastest and 
feature filled accelerator... 
theA2000G-F0RCEtkl0 

It'.s the fastest accelerator — bar none: 

► 68040 CPU ninning at up to a blazing 
33MHZ clockspeed, outperforms even 
high end workstations costing thou- 
sands more. 

It's the most highly integ'ated — bar none: 

► Higli performance onboard SCSI/SCSI II 
compatible hard drive controller. 

► On-board serial port with speeds up to 
625 Kbps and two 16 b>te hardware 
buffers (I read/ 1 write] to prevent data 
loss. Ideal for adding additional 
modems, printers etc. 

► On-board user configurable parallel 
port for Amiga/PC compatibility. 

► Future expansion via GVP's exclusive 
GVP compatible 32-Bit expansion bus. 

CAU YOUR GVP DEALER AND OmER 

A GVPG-FORCE030 or G-FORCE 040 TODAY! 



GREAT VALLEY PRODUCTS, INC. 

KMOjWKAWNUE 

KING Of PRUSSIA. PA 19406 

USA 

PHONE 215»337«B770 
FAX215«337'9922 



For more information or your nearest GVP Dealer, 

ca II Z1 5*337'8770 . Dealer inqoiries wetcome . 

For technical support call 215-354-9495. 

Amiga is a regjslered [caaemark of Commodore Arnica, Ire, 

All other iradentarks are Ihe property ot their respectWe owners. 

© 1 992 Gr^t Vall^ Pioducts. Inc. 
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The Amiga changes the way TV shows are made. p.TS '^^-t^ 
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Column 



8 New Products & 
Other Neat Stuff 

by Elizabeth Harris 

Find yourself spellbound by Elf and 
captured by Hook, among some of tfiis 
rronth's new products. 

27 Bug Bytes 

by John Steiner 

A way to reboot with Hurricane 
Accelerator, a workaround for the AT 
Bridgeboard; and some troubleshoot- 
ing tips for owners of the Bernoulli car- 
tridge. 

53 ARexx 

by Merrill Callaway 

Using ARexx and Postscript to make 
custom business forms. 

57 The Video Slot 

by Frank McMahon 

Some CD-ROM titles that may not 
work; taking a course as a way to local 
cable TV production. 

69 Roomers 

by The Bandito 

Read all about the Gold Disk story! Is 

Adobe part of the Amiga's future? The 

Bandito focuses on these topics and 

more. 

77 CLI Directory 

by Keith Cameron 

Make your Amiga a more efficient 

machine by using Shell Graphics. 

81 Diversions 

Featured this month: Bill's Tomato 
Game and International Sports 
Challenge. 
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Catch the magic and excitement of 
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In This Issue 



24 MITE AVISTA 

by Terence Byrnes 

A look at the Amiga multimedia lab at 

Concordia University in Montreal. 

30 Forging a Head 

by Henrik Martensson 

This Imagine tutorial will help you keep 

a good head on your 3-D shoulders. 

36 AmigaVision Projects 

by William Mu^pl^y 

Use the power of AmigaVision to 

develop educational applications. 

40 Building Your Business Image 

by Dan Weiss 

Use your desktop publishing package 
to create attractive business forms and 
attention-getting correspondence. 

44 Crayon Titles 

by Patrik Beck 

How to achieve interesting title effects 

using DeluxePaint. 

66 Morph It 

by Merrill Callaway 

This tutorial will give you the basics on 

MorphPlus and help you create better 

morphs. 

73 Toasty EFX for Babylon 5 

by Les Paul Robley 

Using the Video Toas/er almost exclu- 
sively to create outer-space effects for 
the up-coming Babylon 5 sci-fi televi- 
sion pilot. 

85 CES Winter '93 in Las Vegas 

Read about Sharp's innovative LCD 
full-color display camcorder, the new 
3D0 platform, recent Psygnosis 
software, and much more. 
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16 Art Expression 

by Shamms Mortier 
Will this package from Soft Logik, 
Inc. give the competition a run for 
the money and push the state of 
the art? Take a look. 

17 DeluxePaint IV Videos 

by Greg Epiey 

This video set of tutorials by 

Saddleback Graphics is designed 

for both beginners and 

experienced users of DeluxePaint 

IV. 

19 CineMorph 

by Shamms Mortier 
Software that addresses three 
types of morphing: warping a 
single picture; morphing one 
image into another; and morphing 
animated sequences. 

21 AMOS Professional 

by Jack Nowocki 

More than just an upgrade, this 

version adds 200 new commands 
to the original-for a total of over 
700. 

23 Amiga Action Replay MK III 

by Henning Vahlenkamp 
A R0f\/1 cartridge from Great 
Britain, AR3 freezes your current 
program as you perform many 
housekeeping chores. 




Amiga Action Replay. 




Introduces G-LOCK 

The most ingenious Genlock 
ever engineered for all Amiga users 



Create video and multi-media 
productions that totally unite 
your video, audio, and Amiga 
graphics on demand... at the 
click of a mouse! 

GVPs G-LOCK is nithoul doubt, 
(he easiest, mosi Qexible, niosi 
capable, higb performance gen- 
lock you can buy fur your Amiga. 



I How can we make such a bold 
I siaiement? Take a look and com- 
pare for yourself. 






HGVP 






G-LOCK advantages abound 

THe differences between G-LOCK and al olher geiv 
lock boards start with these time-soving, creativity- 
generating benefits only available on G-LOCK: 

■*■ Push-button Control Panels with Intuitive, 
Mouse-Click Simpliiily — with Full ARexx 
and CLI Interfaces. 

■* Software Switchable 
between <^ 

2 Composile Video '> 
Inputs or 
1 Y/C (S-Video) In. 

■*• Reol-Time, Softwore-Controlled Video 
Processor (Pfoc Amp) with Completa Video 
Signal Protessing Control 

*■ Complete 2-lnput , - 
Audio Processing , r 
with Real-Time ' . „ 

Volume, Boss, Treble, 

Mix and Mule Conlroi — Add DSS8 ' Audio 
Samples lo Your Videos. 

•k Software Controlled RGB Color Splitter for 
Use with NewTek Digi-View" and Other 
Video Digitizers. 



And only G-LOCK offers. . . 

Full transcoder operation with composite, V/C, and RGBAIT outputs; 
ESC/.4A keycr modes control; complete .\niigaVision' and Scala " com- 
patibility; and a liost of (itlier features only GVP realized you wtuil from a 
quality weiikick — but you'd never expect — at such an siffordable price. 

Anupiand AnuifA'iuanuvR/riBFtH rHdmurkmOwuiiuiorr-Aiiii^. Inc. GVP. CUftk, ADil DfeH imatkmAib, i]( 
G«w V*ll*y ProdiBT*. tiK. Difi-Vici» i» » IrodrimHcof Nc^Trli. Inc O Oapyn^hi iyy2 Gmc ViJicy Pfcdut1». Inc. 



For more information or your nearest 
GVP Dealer, phone 115-337-8770 today. 
For technical information call 2IS-354-9495 

GREAT VALLEY PRODUCTS. INC. 
m CLARK AVENUE KING OF PRUSSIA, ?^ 19406 U.S.A. 
PHONE 2l5-337'877a • FAX 2I5-337'99Z2 
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eVP'SNEW 
A530-WRB0' 

wrm 

68EC030CPU 
RUNNINGATA 
BUZm40MHZ! 

Imagine running your software 
applications at 10 times ttie 
^eed: your animations will play 
moresmootltly, multitasking is 
more useful, your windows open 
and mo ve mote quickly and more, . . 

Don't waste your liard camed money 
on a questionable and risl^ hard drive 
when you ean o™ a GVP A500-HD8+ 
classic or New A530-TLrRBO. No matter 
what GVP solution you choose there is no 
doubt that yoir will be getting the fiistest, 
most expaiidiblc and safest hard drive system 
you can buy for your A500! 
Both the NEW A530 TURBO and A500- 
HD8+ are externally installed in a snap, It's 
srinple, fast and worry free! And it doesn't 
void your warranty. 

CeTMOBEFOB YOUR MONEY WITH GVP... 
^ Choose from a full range of factory tested 
hard disk drives up to 240MB. 

► Speed increase is the key. Through GVP's 
custom chip and FAAASTROM'" technology, 
once unreachable performance is achieved. 

• GVP Custom Integration ensures great- 
est possible perfonnance and reliabihty 

• Direct and instant access to up to 8MB 
of 32-Bit RAM on A530 Turbo and 
standard 8MB on A500-HD8+ Classic. 

► ExpandabiUty is a must. GVP docs not 
close the door for futitrc expansion needs. 
Instue your investment with a GVP Hard 
Drive Solution: 

• Supports up to 7 external SCSI devices 
for tape backup, CD ROM Drive etc, 

• Add up to 8MB of FAST RAM for the 
A500-HD8+ or 8MB of hliizing32-Bit- 
V^ide RAM for the A530-TURBO. 

• Run thousantis of PC compatible software 
packages with die GVP A500 PC/286, 
This optional board incorporates state-of- 
the-art integration that opens a whole new 



computing world. Sunply plug the GVP 
PC/186 into our exclusive "mini-slot" and 
you are off and running PC programs! 

• Optional socket for 68882 FPU in the 
New A530-TIJRBO to speed up rendering 
applications, 

► Reliability and a company who stands 
behind their products is a given with any 
GVP product, and has made us the largest 
Amiga peripheral company in the world, 

• Free dedicated universal power supply 
mcludcd with both the A500-HD8+ and 
A,S30-Turbo, Don't even think about 
straining your A500 power supply. 

• Intemal fai to ensure that your system 
stays cool. 

• 2-yr hmited Factory Wananr>' on both the 
A,500-HDS+ and A530 Turbo. 

• Game switch for the A500-HD8+ and 
Turbo s\vitch for the AS30-TURBO 
ensures full game compatibility. 

• The best technical support team in 
the business. 

• Requires kitkstart 1.3 or higher 



REMEMBER: YOU ONLY WANT TO BUY 

ONE HARD DRIVE FOR YOURJ^OO. 

GVP MAKES SURE YOU DO IT /aj- , 

RIGHT: CHOICE, SPEED, EXPAND- 0,0' 

ABILITY AND REUABIUTY 

AREBUILTIH... 

AND ONLY GVP GIVES YOU 

A FUll TWO-YEAR WARRANTY. 
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In Search Of The Killer App 



Aniong the manv items in this issue is 
the report on the latest new technology from 
the Winter '93 Consumer Electronics Show. 
Among the new car stereos, car alarms, per- 
sona hirga iiizcrs, tele vision sets, and N intondo 
games, there were a few items In \'ldeo anci 
computers worthy of a mention. Two such 
items were the 3DO compact disk platform 
introduced bv Panasonic, Electronic Arts, and 
more as well as the laser disk interactive 
system LaserActive'^' introduced by Pioneer. 

Pioneer's LaserActive system is a laser 
disk azid compact disk player with optional 
modules for SEGA, TURBd GRAPHICS, and 
Karaoke disks. The multiple-disciplined 
product allows users to connect their Pioneer 
player to 10 different types of software 
products, provided that they have purchased 
the appropriate plug-in modules. The inter- 
active laser disk system itself allows the user 
a variety of educational and entertainment 
possibilities with either the large laserdisk 
play back or the CD-ROM software in just one 
drive. 

3DO is a slightly different animal. In- 
stead of attempting to combine the different 
formats available into one machine, 3DO de- 
signers have attempted to create a platform, 
with new technology and a vast amount of 
corporate support, designed to take theemerg- 
ing CD-ROM market by force. With names 
such as Matsushita (owners of Panasonic, 
National, Quasar,and Teclinics), AT&T, Time 
Warner, MCA (owners of Universal Studios), 
Electronic Arts, and New Technology Group 
(David Morse, R.J.Mical, and David Needle 
who were major contributors to the original 
Commodore Amiga and Atari Lynx}, 3DO 
has captured the attention of the media, in- 
■^'estors and software de\'elopers. However, 
is it enough? 

Technology Drives the Market, 
But Which technology? 

No softivare can be written until the 
hardware platform is available. Yet, in the 
same manner, no hardware can be sold until 
there is software to run it. With the introduc- 
tion of LaserActive, 3DO, VIS (from Tandy), 
and a mysterious new platform discussed but 
not seen in the back aisles of CES's entertain- 
ment area, the number of CD-ROM-based 
interactive media platforms has reached 11 
different types of platforms. Each has its own 
claim for being the best. CD-I notes the re- 
sources of its parent Phillips Electronics. 
CDTV has a strong development platform 
based on a proven technology, the Amiga, 
and almost eight years of development tools. 
3DO provides a large body of development 
materials and a diversified group of investors 
and bacl<ers. Pioneer has made their 
LaserActive a chameleon to play an assort- 
ment of formats and lets the users choose 



their favorites. 

Each member of this growing fraternity' 
can point proudly at their product and state 
why thev will become the standard of the 
industry. But, for all the new announcements 
and special introductions, the products have 
yet to win the hearts and the support of the 
consumers. Why? 

The consumers have seen technology 
change quickly. They are waiting to see who 
will dominate the industry. They are waiting 
to see who will provide the standard in CD- 
ROM interactive software. The only prcjblem 
is tha t the fu ture is only partially in the hands 
of the hardware developers. The real futtire is 
in the hands of the software developers. 

What Is a Killer App? 

Not too many people needed an Apple 
or an IBM until the Viskalc spreadsheet. The 
Macintosh inspired the desktop publishing 
industry' only after the introduction of Pngc- 
Makcr. Video and graphics hav'e made the 
Amiga a number-one hit with artists. It is the 
same with all technology. 

.'Vs roads improved, more and better 
cars were created and sold and better roads 
were created. As people found a need for 
more frozen food space, larger freezers were 
created both in the refrigerator and in stand- 
alone units. Television improved its color as 
stations improved their transmissions and 
producers impro\'ed the film quality. Tech- 
nology drives technology, but people buy 
solutions. 

Tlie problem with the current array of 
CD-ROM platforms is that no o[ie has offered 
a solution which is needed or coveted by the 
public. Certainly new software with movie- 
like quality' is attention getting, but will it 
inspire people to purchase a machine ranging 
in price from $200 to $1000? Even if CDs can 
hold vast amounts of information and search 
and find documents at lightning speed, have 
we con\'inced the consumer that they need 
this ability? Or are we consumers just as 
happy searching through a book for the in- 
formation we want. 

We could face the problem in the same 
manner that the record industry did. When 
music CDs became available, ordinary records 
became scarce. lam sure there is a loud cry of 
denial from the record industr)' on this. I 
know industry spokespeople have been 
quoted as saying that they provided CDs 
because that was where the demand was. 
Hou'e\'er, why was there such a demand to 
pay more for a product, that cost less to pro- 
duce, than the records that were playable in 
almost ever\' home. In the beginning there 
were verv few CD players in use, but record 
departments carried large quantities of CDs. 
Most people I know who purchased a CD 



player did so because they could no longer 
find the standard long-playing records. Was 
this a case of the technology driving the mar- 
ket? 

Tosell something, someone musteither 
want it or need it (the latter being the most 
persuasive). When I speak with the develop- 
ers of these different platforms, they all agree 
that one thing is needed to make them differ- 
ent — Tlie Killer App. 

The Killer App is an application avail- 
able only one place {or is mimicked, but only 
one supplier provides the best) and provides 
the reason to purchase a product. It must use 
the technology on which it is developed so 
thoroughly no one could imagine using it 
elsewhere. It should provide a solution to a 
problem everyone has seen, btit no one has 
recognized or discovered an acceptable cure. 

The Killer App should provide a unique 
soluhon so clean and neat that everyone who 
sees it should ask, "Why didn't I think of 
that?" 

The Killer App should be priced com- 
petitively in the market for which it was de- 
signed. If current users are paying $1000 for 
an inferior solution, you could charge S500 or 
so. However, if the current market is such that 
a SI 00 clears the problem, charge S50. Any- 
thing less than that may be a killer App, but 
would not be one on a computerized plat- 
form. 

It is the search for the Killer App that 
drives these new technological masterpieces. 
Each hardware \'endor is attempting to pro- 
vide the platform with just the right options, 
features, and support to ignite the imagina- 
tion of a software de\'eloper. This imagina- 
tive software genius will then be inspired to 
develop the Killer App. 

From such a Killer ,App, empires have 
been born. Accounting and computers, per- 
sonal electronics and the transistor, CNN and 
cable television, are only a few of the applica- 
tions that have driven the markets. 

Will these brave explorers find the Holy 
Grail of CD-ROM computing? Will they say 
the right thing, demonstrate the correct fea- 
ture, implement the perfect tool that will in- 
spire someone to seize the technology and 
make it perform the tasks we need? Of course. 
With so many companies shooting at the 
market, someone must hit something. 

Oh, uh, please excuse me. While I was 
writing this 1 got this idea... Maybe this will 
work... 




Don Hicks 
Managing Editor 
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WW, your Amiga^ 2000/3000 is a 

Computer, FaxMachind, VoiceMall System, 

and Answering IVIachine all at once! 



( lh}FORMATtOtO WO 



GVP'sNEW 



honePak 



PHONEPAK'S 
EXCLUSIVE 
VFr TECHNOLOGY 
TAKES FAX AND 
VOICE MAIL INTO 
THE NEXT CENTURY! 

You laiow what a fax ^ 

machine IS. Youlaiow 

what an answering 

machine DOES. 

You know how voice 

mail WORKS. ~^ -„ 

Now imagine all that technology 
walking together as a single comprehen- 
sive information system all on one board. 

And that's just the beginning whenit 
comes to what GVP's newPhonePak 
can do for your A2000/3000! 

PhonePak Handles All Calls 

With a PhonePak VFX system itistallt'd 
on each ot your phone Hncs yoti can: 

► Receive faxes and store them on your 
Amiga's hard disk for on-screen view- 
ing and/or plain paper printing at your 
convenience. 

► Use PhonePak's advanced digital 
technolog)' to record and playback 
voice messages. 

► Receive VFX ' messages combining 
voice and fax, from virtually any 
standard phone/fax machine. 

► View a fax onscreen and listen to a voice 
message about that fax at the same time 
— a GVP multimedia breakthroughl 

► Send faxes to one or more numbers 
immediately, or via PhonePak's built-in 
scheduler. 

► Record and play your own voice 
messages in standard IFF audio format 
using a fully configurable system of 
private user mailboxes. 

► Create customized databases for all 
your names, addresses, and telephone 
numbers. 

► Use PhonePak's exclusive Operator" 
script language or .■\REXX to control all 
dialing functions. 

And because PhonePak uses GVP's 
custom DMA chip technology for multi- 
tasking, you can keep right on working, 
even while PhonePak is taking calls. 




Hi JOE ! 
I 60r YOUR FAXMAIL . 
I THINK IT LOOKS 
ORIAT, ■ ■ 










PhonePak Saves Time 
and Money 

With PhonePak, you get a powerful, 
yet affordable, fax and voice messaging 
system that: 

• Can be learned in no time with the 
simple, step-by-step user's manual. 

• Completely eliminates costly and 
unwieldy thermal paper. 

• Offers scaled, nonscaled, and inverted 
viewing of faxes in both HiRes 
1640x4001 or Workbench 2.0's 
SuperHiRcs 11280x4001 mode. 

• Intelligently transfers incoming calls 
over Centres ■" or other compatible 
phone networks. 

• Lets the caller decide whether to leave a 
message or speak with the called party. 

And, you get something no other fax 
machine or computerized fax product can 
offer — privacy for every fax received. 

PhonePak Helps You Work Smarter 

As you can see, an\thmg fax machines, 

answering machines, and voicemail systems 

can do, PhonePak can do. 

Plus, PhonePak is the only technology that 

gives you fax and voice information 

combined. 

Whether you have a single phone line at 
home, or multiple lines in the office, 
once you install PhonePak, you'll wonder 
how you ever got along wthout it. 



PHONEfiU( 
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For more inlormation on what 
GVP's PhonePak can do lor you, 
call (215)337-8770 today. 



HGVP 




GREAT VAUfYPROOLXJS 

eOOa^SKAVINUE 

WNC OF PRUSSIA PA 19406 

U5A 

PHONE 213 •337>8770 
FAX215'337>9922 



PtKnicPak(wjuiBa2MBfWM»iclafurJ[JrTrt.,a;w s FCC csrtvSefl tor o^a ^ me 

LinAedSEJlK 

PnontPak . WX art OiKialor- are Irajjiiiaite rt Gras valey PraduE Hi, 

All otner Iraafmafks are Itio property &r llieir respedtve owners 

O Copyrrjll 1 99Z Great Val»v PrrMi.r;K. Inc 
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A3000/Toaster 

L&N Productions is nowshipping 
the long a%\Mitcd A3000/Toaster! 
Ado-it-yourself video and 15-page 
booklet ($35) on how to install the 
Video Toaster"' in the Amiga 3000. 
The instructional material leads 
the novice or technician step-by- 
step through two instnllation 
methods. The informative booklet 
follows the video from start to 
finish and includes other helpful 
information. L&N Productions, 
P.O.Bax391,Brownsvitk,CA95919, 
(800) 676^510. Inquiry #205 

The Addams Family 
Set out on kookey treasure hunt 
through the demonic tivists and 
turns of the .-\ddams Family man- 
sionand its grounds. Beginningat 
the Hall of Stairs, players explore 
fi\-e levels of play, with traps, se- 
cret doors and ghoulish creatures 
in an offbeat blend of surreal 
threats. 

The conniving Abigail Craven is 
after the Addams' hidden fortune. 
She concocts a zany inside job, 
first recruiting Uncle Fester, then 
using him, along with her min- 
ions, to capture other members of 
the family. It's op to Gomez to 
search for Pugsley, Wednesday, 
Morticia, and Granny and restore 
Uncle Fester's memory. After 
dodging sinister creatures and 
outwitting de\'ious traps, Gomez 
winds up in the underground 
vaults of the mansion, ready for a 
confrontation with the e\-il judge. 
Ocean ofAnwricii, hic, 1855 O'Tocle 
Ave., Suite D-W2, Sttfi josc, CA 
95Ul,(40S)954-010hhiquiri/n2T} 



Allen Breed Special Edition 

■93 

Alien Breed Special Edition '93 is 
the budget-priced incarnation of 
its namesake. Features include 12 
new missions, more challenging 
gameplay, an ability to carry un- 
limited keys, more balanced 
weaponry and damage ratio, much 
better game maps and storvline, 
and much more. Taim 17 Softwiin- 
Ud., Prospect House, Borough Road. 
Wakifii-ld. West Yorks, England. WF 
J 3AZ. Tel. (OU) 0924 291S67. In- 
quiry §212 

AmigoDOS Release 2.1 

.Among the new features of 
AmigaDOS Release 2.1 are 
CrossDOS, which provides for the 
reading and writing of MS-DOS® 
formatted files; impro\^ements to 
the \'ersatile Preference Editors; 
enhancements to the printer driv- 
ers, including the addition of a 
Postscript® driver; and an im- 
proved multi-level installation 
program, allowing quicker and 
easier configuration or updating 
of Amiga® system software. 
Current Amiga owners using 
V2.0x of the operating svstem ma V 
purchase the AmigaDOS Release 
2.1 Upgrade Kit for a MSRP of S49. 
The kit includes six software disks 
and a set of manuals. System l,3or 
eariier versions will require the 
AmigaDOS l^eleas 2.1 ROM and 
Software Upgrade Kit containing 
ROMs, six disks, and the manual 
set for an .MSRP of $99. This up- 
grade must be installed by an Au- 
thorized Commodore Sen-ice Cen- 
ter to maintain the Commodore 



Limited Warranty. Coinniodorf 
Busiufss Maclti>!es,lnc., 12(X) Wilson 
Drive. West Chester, PA 1 93SU, 1215) 
431-9100. Inquin/ #206 

AmigaVision Professsioncl 

Amiga Vision Professional (S3'J9) 
builds and expands on the visiual 
programming environment used 
inearlier versions of AmigaVision. 
One of the many new product 
features is the ability to display 
Advanced Graphics Architecture 
(AGA) based screens, which is key 
to users of the new Amiga 4000 
and Amiga 1200 AGA computers. 
Among other new featuresare full 
support for the CDTV player, in- 
cluding playback of CD-ROM 
based CD-XL motion video files; 
speed and memory impro\-ements: 
and enhancements to the 
authoring environment. In addi- 
tion, a freely redistributable 
Runtime Module has been in- 
cluded, enabling flows created in 
AmigaVision to be played back 
without loading AmigaVision. 
Conniiodore Business Mncltines, Inc., 
1200 Wilson Drive, PA 193S0, (215) 
431-9100. Inquiry #207 

AnimFonfs 5 

AnimFonts 5 (S59.95) is a new hi- 
res ColorFont called 
KaraGOTHICchisel, w^hich is a 
shiny, chiseled, lightfaced, con- 
temporary gothic font with caps, 
lower case, numerals, and special 
characters. The AnimFont can be 
used with DPatnt ill or IV, DVideo 
III, and any other program capable 
of using the .AnimBrush format. 
Kuril Omipiiter Crnphics, 2554 Lin- 
coln Boulevard, Suite J 030, MirriDu 
Del Reii, CA 90291. (310) 57S-9I77. 
Inquiry #213 

ARexxDB Version 2.0 

ARexxDB Version 2.0 is now 
a\'ailable. Existing oxvners of 
ARexxDB can get an upgrade for 
$20plusS5shippingand handling. 
This upgrade includes tivo disks 
and a new expanded manual. /AIH 
Software of Minnesolit Inc. ,7200 
Hemlock Line, Mnple Crove, MN 
55369, (612)424-5464. Inquiry tl20S 

Art Expresion 1.0 

Art Expression is a professional 
illustration program designed for 



professional artists and hobbyists. 
Art E.xpression allows you to ma- 
nipulate text and graphics; you 
can warp text virtually any shape 
and create complex shaded 
drawings. Art Expression also has 
powerful colorcapabilities and can 
be used with virtually any printer. 
Soft-Logik Publishing Corp., Ill 31 S 
Tmivu'Sq, StcF, St. Limis,M063123, 
(.il4) S94-8608. Inquiry #209 



expression 




A-Trcin 

A-Train (S69.95) challenges you to 
build the metropolis of your 
dreams, with a railroad as the 
transporta tion hub, a nd pro\^e that 
a prosperous city can develop 
around a clean and efficient public 
transit s\-stem. 




^lA-TRAIN 




Your first challenge is to design 
and manage an efficient and prof- 
itable transportation system for 
both passengers and freight. Lav 
your tracks, chooseyour trains, set 
your schedules, and let'em role. 
The next challenge is to develop a 
city around \'our transportation 
system. Buy and develop land , and 
expand your business interests into 
hotels, factories, resorts, and more. 
As your holdings grow, other 
buildings and businesses vvill grow 
around you. You control the citv 
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Introducing ImageFX ... 
No professional art department should be without it 

Only ImageFX gives your imagination total image processing freedom. 



Whatever visual medium you 
work in — photography, gnipiiics, 
\ideo, animatioii — ImageFX is Ihc 
one tool you sJisolutely iiuist own! 

ITs likt liuving ii proft'ssioiKil an 
dcparlmciil ;it your fingertips. 

ImageFX is fiLstcr, rxsicr to use, more 
expandable, more adapialile and 
more powerful tliiui luiy other product 
of Its kind for ihe Arnica'. 

Here iire just a few ways ImageFX 
expands your visual horizons: 

■*■ Sciui in or franiegrab from a fiill 
range of image capinring de\ices 
directly iiiio your Amiga. 

* Lse jour .Vmiga as ;ui image 
prepress, color correction 
svstem including, CMYK, 
RGB,ll8V;uKiYL\C 

* Digitally retouch any image 
with ihe luo.st complele set of 
filtci's, color gnidieuLs, image 
disioitioiis, miLsks, and text 
handling tools avLtilable. 





Carsmettr by .Mike Vunck 



Give your Amiga gnqiliits and 
animations new magicoJ powers 
— at an affordable pri<e! 

If you need ImageFX" morphing 
power alone, GneMorph is for you. 

GiKlAorph ftonsforms any image, or 
images, from one to onother quickly, eosily 
ond with tlie professional qiality "morph" 
resuifs you see at the movies ond on TV. 

With GneMorph you con: 

* Worp single or motion imoges, create fill 
motion morphs, merge scenes, and per- 
form digitat dissolves. 

■k Set different speeds for different parts of 
the morph. 



morphic "morphing' 

mo\ies, commercials iuid music videos, 
■*■ Generale single and dual 

Image mori)hs; wave, rip- 
ple and spiral effects: 

waler and glass-like dis- 

toilions: ;uk1 a wide range 

of 24-bit traisilions. 
* Make your own add-on 

features with full ARexx'^ 

and C programming 

language support. 
■*• Enjoy near "real time" 

painting in 24-bit color. 

ImageFX Is tlie most exciting 
;md vcniitile hill color, image 
processing ;uid enliancement 
svstem ever made 



-*• .■\iitoniatical!y convert image 

files to/from over 20 different 

file formats. 

•k Create Inie, full motion poly- 

' animation just like ihey use in 



You owe it to jour im^na- 
tioiitobuj'Ims^dX. 



Image Processing 

• RcffloiKil l'n)ccssii^ 

• ,\iili-Ali;Lsing 
■fcComixislleimiU^ing 

• RGB.anK H\S.\djusinicTiti 
*• ConmLsi. (flmma .\djustmcnt 

Special Effects 

• Full .Molittii .Mniphs 

• SiiisJiyDual Inline Mori) 

• 24-Bii Transitions 

• Vi ;bcs :uid Ripple Effects 

• Sfiinil Effeas 

• \S"iUcr/Gks,s Dislortion 

Image Rendering 

*.\migiLH(>i'.\(l.\ Modi's 

• ilaCiudciv.cif 

• .Multiple Ditlier Controk 

• IV2-1. FC24. V.V& 1-i-m Oiitpul 

...and much more 



* Work quickly and easily with Amiga style 
controls, then out- 
put directly to any 
Amiga, DCIV", or 
HAM-F" systems 
— including 
24-bit display 
boards like GVFs 
IV24"*. 



Remember; When you're in the market 
for morphing, and only morphing, 
GneMorph is the maximum performante 
morph power. 

CineMorph i$ the must-buy 
morph software. 



Amiga is ;i n.'yi>lLTcd Inidt-iilark nf 0!imnudiirf-.\miK;i. Inc Inufjci-X. Cil^c.VIorpll. and tV'2-l art: [radi:niark.s of Orf.H Vuik'y Pnxjutti. Inc 
All olhLT [ratlL-marks urc ihf propcny of dioir respective owners. ?> Copyright 199Z Greai Viilley Products, [tic. 
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For more information or your nearest 
GVP Dealer, phone 215-337-8770 today. 
For technical Information call 2IS-354-949S 

GREAT V.ULEY PRODUCTS, INC. PHONE 215'337'8770 

600 CLARK AVENUE KING OF PRUSSIA, PA 19406 U.S.A. FAX 215«337-9922 
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growth from the privatL' sector. 
The final chnllenjjc is to build a 
financial empire. Borrow from the 
bank to expand your real estate 
and business holdings. Invest in 
the .stock market and make a kill- 
ing — 01 go broke. Max'n, 1 Theatre 
Square, Sle. 230, Orimiih CA 94563- 
3M6, (510) 254-97(X). Inqiiiri/ nw 

Bill's Tomato Game 

Whata pairof tomatoes, Terri,- and 
Tracy are two of the hottest toma- 
toes in the patch. FreshK- picked 
and off to be canned, they escape 
to pursue their dream of marriage 
and little cherry tomatoes. But as 
luck would have it an evil squirrel 
has foiled their plan, capturing 
Tracy and stashing her high atop 
his vine-top home. Can love con- 
Cjucrall? It's up to you and Terry to 
save the fair Tracv, soh'e Ihe chal- 
lenging puzzles, and brave the 
many dangers that lie ahead. 
P^ygiwsis, 29 St. Mary's Court, 
Brookline, MA 02146, (617) 731- 
3553. biqiiir]/ #2?4 




In Conquest of Japan, you are a 
Japanese Daimyo — a Lord. You 
control five cities on Japan's main 
island, Honshu, Each provides 
money for you to buy armies, with 
which you must conquer \'our 
enemy — or be conquered vourself. 
Contjuesl of Japan is a graphically 
exquisite and unique blend of 
strategy and tactics. VIo^■e vour 
armies to iT\- to take the enemy's 
cities, while defending vour ou'n; 
and do battle in real time, using 
wonderfully animated warriors In 
authentic Samurai formations. 
Iiiiprcffioitf Scflware, 7 MclrofC 
Drim: Farmiugtoii, CT 06032, (203) 
67t^-9im. Inquiry #215 




Conquest of Japan 

At last, the Daimvo stood, and 

faced his amassed warriors. The 

time had come. He would 

reconquer the lands stolen all those 

years ago. Vengeance would be 

his! 



DeluxePaint IV AGA 

DeluxePaint now offers more col- 
oreand better screen resolution to 
Amiga owners LEsing 

Commodore's new AGA chip set. 
For owners of the A40(X] or A 1 200, 
DeluxePaint IV AGA (SI99) now 
offers 256-color support and access 
to over 262,000 colors (HAMS) at 
any resolution, including hi-res. 
The program also reads and con- 
\erts 24-bit IFF files, supports all 
.Amiga screen resolutions, and in- 
cludes all the feahires of its pre- 
decessor DeluxePaint 4.1 . 
Electronic Arts is offering a S30 
upgrade to DeluxePaint IV owners. 
Details for ordering the upgrade 
can be obtained by calling Elec- 
tronic Arts Monday through Fri- 
day between 8 a.m. and 5 p.m. 
Pacific Time. Elcdrouk ,^rts, 1450 
l-'iiihitm hhml Blvit., Sun MiHiv, CA 
94404,(800)245-4525.hujiihytt2U 

Derringer 

The Derringer is a new 2.tMHz 
68030-based accelerator that gives 



A.30lK)-tevel performance to ttn\ 
Amiga for S249.95. The Derringer 
supports the addition of 1, 2, 4, or 
8 more megabytes DRAM, to- 
gether with a 50MHz 68S81 or 
fi«KK2 math coprocessor. For added 
speed, the Derringer comes with 
proprietary software designed into 
the board which gives users the 
option of relocating the Amiga 
operating system (Kickstart 1 .3 or 
2.04) into .32-hit dynamic RAM, 
lea^■ing the MMU free for other 
programs. Computer S\/sh'm Af^o- 
ciale^, Iih:, 7564 Trade Streel, Snii 
Dieiio. CA 92121. (619) 566-3$ll. 
Inquiry #277 

DynaCADD 2D 

Ditok launches DynaCADD 2D, a 
high-level 2D design package for 
the Amiga to retail for only S269. 
This version Is the 2D portion of 
Ditek's powerful 2D/3D Com- 
puter Aided Design and Drafting 
solution. DynaCADD 2D will in- 
clude both a 68000 and a 680X0 
x'ersion. Features such as on-line 
help, context-sensitive documen- 
tation and a well organized and 
intuiti\'e graphical user interface 
make DynaCADD extremely easy 
to learn and use. Diick IntcnmiioiMl . 
2S0U loliu SI., iluil 13, Miu-kluwi. 
Onhirio.CanmiaL3R()E2.(416)479- 
1990. Inquiry #218 

Elf 

Playing Cornelius, gamers travel 
through enchanted winids, mines, 
forest thickets, mountain peaks, 
castles, and jungle swamps in 
search of Princess Eli.sa, captive of 
the e\il Necrilous. More Shan 60 
ItKations makeexploring this land 
the ultimate adventure. Theaction 
is continuous, with eight multi- 
level quests, additional pursuits, 
and hundreds of mini-challenges. 
With so many options to explore, 
no two games are ever the same. 
Elf is available immedialelv for 
$39.95. Ocean of America, Inc.. 1S55 
O'Tmle Ave, Suite D-U)2, San jive, 
CA 95131, (408) 954-0201. Inquiry 
#219 

Epic 

In Epic (S49.95), the gamer's mis- 
sion is no less than the salvation of 
all the races of ihe Federation. The 
i>nly hope for survival is toconvoj' 



an entire civilization of people to 
new worlds, for theirs will soon be 
nothing but cinders. Gamers con- 
trol the head of the con\'oy, in the 
cockpit of one of three supremely 
advanced Epical starfighters of 
awesome power and destructive 
capabilities. Ocean of America, Inc., 
1853 O'Took'Ave., Suite D-102, San 
jofc, CA 95131, (40S) 934-0201. In- 
quiry #220 

Espona; The Games '92 

Gamers assume the role of team 
manager, then takes on every de- 
tail of their training — right down 
to working with the team physi- 
cian to set a regimen for each 
athlete's \vorkouts. A statistics 
section provides complete stats, 
riglit from the first Olympic 
Games, allowing gamers to 
i ncorpora te nieda 1 -set ti ng records 
in their competition strategy. The 
game's reference section gives 
special information on the 
Barcelona games, informatiim 
about specific events and the 
athlets who competed, as well as 
details on the evolution of today's 
Olympic Games. Gamers play 
Espana: "Hie Games of '92 ($39.95) 
in any of ftiur languages, and may 
choose a team's country to repre- 
sent. Ocean of Ameriai, Inc., 1853 
O'TiwIe Ave.. Suite D-102, Sail /osp, 
CA 95131, (408) 954-0201. Inquiry 
#221 

FASTLANEZ3I" 
The FASTLANE Z3'^' SCSl-ll 
DMA Controller sets new stan- 
dards for high performance SCSI 
controllers not only for Amiga 
based systems. With its 
uncompromised 32-bit Zorro-lll 
interface it is the perfect solution 
for all professional Amiga 4000 
users who cannot live ivith the 
Integrated IDE controllers as well 
as Amiga 3000 ovv'ners vv'ho want 
to get the highest possible perfor- 
mance from thei r hard drives. Pliasc 
5 Digilii! Prociucti, Houihurger 
Landslrassc 412, 6000 Frankfurt 50, 
Cermauy, (49) 69 5481844. Inquiry 
#222 

Headlines 4 

Headlines 4 (S79.95) consists of 
four fonts from the popular Toaster 
Font 3 & 4 series conv'erted to the 
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Complete your Amiga ^Anth 
the latest hardv\#are from DKB 



TM 



IIS Megabytes of RAM for the 
Amiga ASSOO and the ASB3Q 

' Now yaii can go beyond 4 Mega- 

hylos ot .^2 Bit mi'inory. 
' nxpaiidahlciiplo 1 I^Megiihyies 

of 32 Bil mcii^niA , 
' St;ile-o1'-thL'-.\m.ic-;iLinliici\l.-.iliL' 

M N'ifgiibyiu limii.iiul allows ihc 

iisL- III' ditltM-orit size memory 

mndiilc-. in ihc same hank. 

■ Isinc 32 Bil w icic SIMM niotlulcs enables you in inslall only one moJuie to add up 
!(i ?-2 NTeaab\ le^ at ,: ii inc. lUddidcs are availalile in 1.2.4, S. 1 6. as)d 32 Megabytes. 

• Installs OHIO Uic CB.\I .^2630 Accclcraior eard and the l\ -S N'eetor 030-2.^ 

■ Doev noi use autoconfk space, uses 32 Bit address space so that yoii can still ti^e 
yutir .\T Bridjtebdafd with more than 6 Megs of bast RAW. 

• E.^cellent for Dcsi^lop Video, Desktop Puhlishine ami .Multimedia applications. 

■ Fidly eompalible with Wojkbeiieh' 1.2. 1.3. and 2.0. 

• Conipaiible « ilii i:ie McgAChip 2000/511(1 atid MiiltiSian 11" RO.M board. 
•Compatible v.ith the Vector 030-25 aeeeleraiur iVom IVS. 
■Compatible with the Video Toaster system. .AniiL-a .\23(i(). .\20!iO[l!J,.\/H)(). 
•Compatible with llie CS.'\ Rocket Launcher .^OMH/. upgrade for the .-\2630 

aeeeleralor card. 
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MultiStart II 

For the ASOO, A600 S AaOOO 



,'\llo\vs .\.snt) .\(il)() an( 
msi.ill kiekslarl Vl(! ;ii 
swiicti iicivvcen thciii u 
software .reqitired foi' op. 



.Ai'Oim o'.vners lo 
id \ 1.3 KtJ.Ms and 

I'l l!-.' !,.'\ b'laid, .^Jo 
nii^'i I •|^ vou stay 



.■niiT\:ii"-'k- with your software. No external 
. i: . I ' liches retiiiirt'd, This MultiStail is 
compatible with the MegAChij) 2iK)IV.illO, 
VXL03(l., andCSA MMR acceieralors for (he 
.^5(11) and alsr iSMist other products that install 
inside the .\sij0. Thi^ is the ROM swiiclicrlhat CommuJ 
sells to developers. 




echnicul Support 



KwikStart If" 

Use Kicksart: S.O in 
your Amiga AIOOO 

Aikms A ] tmn owners to inslall V I ..< and V2.() 
Kiefsiari ' RtJMs and switch between Ihum. 

rp_i:!MiK- 1" iliL' lan:M i p','iiiiin|! system anil still he 
coaiiiailiie V, iifi :miiU'. ,iie dial rei|itires 
Kickstart VI. 3. U^l' Ok: 1;;Ii^[ V;,(i (.piT.ani'j 

system without iismi; up ^.mui vvvifn! iii.-iiii -i; . in:!;, Li.iiip.ilihlc -.'.'idi Kiekvaal \2.i)am! 
Wiirkheiuli V2 bses standard ('"iiriiiiKiore Rii.Ms ini easy upgraiies, ..\J!ihvs you lo Ismi 
I'a.ier tieeaiisL- \ [wi on!) need to loud Worklieneh. Works with Kiekstarl V2.ll. V i ..i, and 
\' I ^ i.\ire|\iiildv '.viih the Insider ineuKtry expansion hoiiids. Also compatible with most 
[11 .■..;--.!ir .i..eleratois, Kcyhoiird suiieliabic betwec!! two ROMs or hetvveen one KOM and 

disk b:,<':' Ci-'.'t-l NoeMLT- 




DKB Software 

50240 W.Pontiac Tr. 
Wixom, MI 48393 

Sales (31.11 96ft-S7.sl 

FAX (31,1) 9611-8752 

Teclinical .Suppurl |31.1| <Jd()-S750 


iiiii wh . ■ ■ .. .:..n 
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MegAChip 



TM 




2 Megabytes of Chip RAM for 

the Amiga ASOOO, A500, CDTV 

& Video Toaster 

••The Meg.-\Chip 2(HKV.stX1 sliould Iv standard 
equipment on even- Video detisier Systeia." 

Jim Pldul • Puhlisht'r/Edmr Video Toustei l:\cr 

"Tlie MejiAChip JOOO/.SnO is ti must own for 
anyone tlutt wants to use Toaster Painf'^^ or 
Mnltilask wit!) the Video Toaster." 

I. ft' Si nmiiimn - Writer nfilie Video T(iasti:f^ 

mimiiiit 'I'iiltiriiiL-. nhc ffinmvii in tlie Dt'sUnp Imii^t:! Video Toaster TiiUtrkil M/X's. 

"■[ ivirtiid advise Toaster users who make ese of fnasler Pain! or LichtWavc'^' to add 
DKH's MegAChip 2WH(/.'vlK) to your system a^ soon as possible." 

Tint Diiltrny - Viileo Toaster User 

The Meg.'iChlp20()0/.'^ll((alk-n\syi)n to liperade \our Video Toaster, Amlga.A2000, 
A?ll«, and CDTVrw lo 2 .Megaliytes of Granliits .Meintify. 
The MegAChip 2l)iJfJ/50O is a needed addition to ytjiir s\ stem if \eiii ;irc working wilii 
Desktop Video. 3!J Rendering & .Animation, 24-Bti Riint. Multimetiia or tfcskitip Publishing 
.Sctila MultiMcdia 200 requires 2MB of Chip RA.Vl which means an A5(H) or A2tHM) 
iieeds a MegAChip 2(11111/300 installed lo use this sofiwtsic 
l-"ul!y compatihic with the X'ideo Totister"'''. OpalVisioiv '. Vl.ahiM, IV.24"', 
nCTV'^'. Hiundi''-'. ;i]id most genlocks and franiehuffers. 

l-'iilly eonipatibie vvitii most 681.13(1 and 6St)40 acsTeleralor cards. 
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Access Central Sy5t:em 
Far The ASaOO Sl ASOOO 



The SccurcKcy is a bardwtire securit\ device 
that installs in any A20()f) or .'\3000 or Video Toaster system. The ,SecureKey 
afiovvs yuH lu have one access code for your Amiga. Tlie .SccurcKcy will not allow 
access lo your Amiga without tlie right security code, period. You can't boot off nt 
a lloppy or bypass it in any manner. If you need to keep your system safe from 
unauthorized ti.se - Want to make sure that no one can delete files from your 
harddrive or steal your work then you need the SecureKey. This means dial if your 
system has flies such as animations, doeuments. presentations. C code, or any type 
of conl'iileiuial informaliois, you can be assured iliat the files on your hardi!ri\'e are 
safe. Keep your .Amiga safe from those that may otherwise tuiknowlngly destroy 
your Information. Requires Kickslart V 1 .3 or above. The SecureKey is fuily 
compatible witlt Kickstart V2.0. 



Insider II 



TM 



1.5 Meg in t:he A1000 

l^iiHo lii,.- iii.ifei oi :1k- fii^t jafenuil R-\M hoard for the. Airiig; 

|I!!«j: ilij ungnuil liisiiier In DKB Sofiw/ac. AUov.-, AiaXJ 

owncis- in add up Hi 1 ..s Megs of Fast R.AM iiiiemally. User expandahle in ^ 1 2 K 

ineivincnls using 25ftK s 4 DRAMs. [nciudes hattery-liacLed clock ealcadar. 

Comes with software for ttie elix.-k and lestinj! RAM. .Simple installation, no 

soldering leqnired. Tlie insider 1 1 is compatible tt iih I he Km ikStan ROM board. 

.Mmi coai[XL[iril^' Willi mosi ;^r. vc'-sor ;-Cvo!cratisi\. 




Cdiitaci your local dealer or call for infomiation. 

s siliiare Video l»v.i"c(.w.ujariii.:- . " ■n.fa-irjJv'mnrk+ofComiJi .d.pic Aftuirx 

|\ i>aTr;,L-n..il.nrriipU.i!<'iL-..!im, '■ , ^. -YitH OpjiVi.i™ I. < ti.i.ltm.ilur CcNUiii 

PiolIucn cimie w iili ti Full Onc-'iCtr Wanaiii} . Dealer inqiiifies welcome. 
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Circle 194 on Reader Service card. 



NEW 

PRODUCTS 



■(/ffi%i 
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eight-color hi-res Calorront stnn- 
dard for all ColorFont compatible 
programs on the Amiga. The font 
styles are KaraGOTHlCserif, 
K a r a R O M A N e X t r u d e , 
KaraChisciSCRIPTroman, and 
KaraBRUSHED. Kma Qmxfulcr 
Grapliics, 2554 Uitcohi Boiilevirrd, 
Suite 1010, Marian Dd Rcj/, CA 
90291. (3W\ 578-91 77. Inquiry tt223 

HomeoCD 

Tlie Homeopathic Medical Asso- 
ciation of Canada announces the 
introduction of HomeoCD (S60), 
an interacti\'e compact disc on 
homeopathy. The disc contains 
over 500 recommendation.'; in a 
simple and precise language. 
HomeoCDis offered in French and 
English. HMAC, P.O. Box 262, 
Siiiiil-Brww, Qc, Canada, /3V 4P9, 
(4W 513-8207, Inqmri/n24 




Hook 

Hook's (S49.95) six levels of play, 
featuring exceptional animation 
and character movement, are 
packed with unequalled chal- 
lenges. Neverland is more dan- 
gerous than ever as gamers, play- 
ing Peter Pan, seek his kidnapped 
children and their captor. Captain 
Hook. Innovative vertical scroll- 
ing, with 3-D and 2-D N'ievvs, add 
now dimensions to the gameplay. 
Brilliant graphics and a movie- 
quality soundtrack, together with 
point-and-click interface make 
Hook a memorable gaming expe- 



rience. Ocean of America, Inc., 1S55 
O'Toah-Avc, Siiitf D-I()2, Sail /(i.';c, 
CA 95m, (408) 954-0201. inquiry 
#22."; 

Indiana Jones and the 
Fate of Atlantis 
Fate of Atlantis (S59.95) isan excit- 
ing worldwide race to find the 
potent magic of Atlantis — before 
IhoTtiird Reich unleashes the Lost 
City's power for e\il. Tlie game is 
designed with three playing paths. 
Based on choices players make 
early in the game, they are led 
down either a "wits," "fists," or 
"team" path. Further enhancing 
replayability are complex puzzles 
with alternative solutions. Avail- 
able for Amiga models 500, 1000, 
2000, 2500, and 3000. Liicaf Arts 
Enkriainmait Compamf, I^.O. Box 
10307. Sim Rafnd, CA 94912, (415) 
721-.m)0. Inquiry #226 

MBX 1200 

The MicroBotics MBX 1200 is of- 
fered to Amiga 1200 owners as a 
cost-effective, high-quality up- 
grade solution to provide a 
Motorola 68SS1/68882 Floating 
Point Unit and support the instal- 
lation of up to 8MB of 32-bit wide 
Amiga FastRAM. The MBX 1200 
board installs internally on the 
Amiga 1 200's standard 1 50-pin bus 
expansion connector. MicroBotics, 
Inc., 1251 American Parkway, 
Rickmhon, TX 75081, (214) 437- 
.■7.13(J. iucjiitry #227 

MalhiVISlON 2.4 

MathVISION 2.4 (S233; upgrade 
for \^Tsion 2.0 S49) features 24-bit 
support, support for a variety of 
24-bit hardware through libraries, 
new functions, easier interfaces 
such as tabbing between the lines, 
and an ability to launch hooks and 
ARexx from within Math VISION. 
Scih'u Seas Saffioarc, Inc., P.O. Box 
1451, Port Toumsend, WA 9S368, 
(206)385-1956. Inquiry #228 

MemoPlug 

MemoPlug (first time orders $500) 
is designed to protect the Amiga 
software products from being 
copied. The plug connects to the 
Amiga parallel port leading to the 
printer. The software that is in- 
cluded (object code) will totally 



avoid any operation of the pro- 
gram when the plug is discon- 
nected. The MemoPlug includes 
serial numbering, Demo mode, 
and a secret code for each software 
house that uses it. I laraunn/Sofl , 69 
laholinsky SI., Givala\/iiii, hrael 
53319, (Oil) 972-331-5967. Inquiry 
#229 

Pusti-Over 

C! Ant, your on-screen persona, 
blazes a trail through the treasure 
caves of Captain Rat. The crafty 
in.scct must knock over every 
domino on the screen — arranged 
on platforms of various heights — 
in the right order so that the trig- 
ger domino is the last to go. That 
trigger domino will open the door 
to the next level. 

Using a variety of dominoes, each 
with a different movement, makes 
Push-Over (S49.95) a serious chal- 
lenge for any gamer. Ocean of 
America, Inc., 1855 O'Toole Atv., 
Suite D-102. San Jose, CA 95131, 
(408) 954-0201. Inquiry #230 

RoboCop 3D 

RoboCop 3D lets gamers choose 
between an arcade or adventure 
mode. In thearcade version gamers 
move through five intense action 
sequences; Ihead venture provides 
an intriguing plot to unravel, 
where solving clues and using 
game strategy are recjuired to 
complete each mission. Either way, 
you're in the driver's seat with 
I^oboCop 3D's first-person per- 
spective. 

Eight spellbinding stages take 
gamers on a 3-D adventure which 
captures the took, dialogue, and 
a tti tude of the original mo vie a dd- 
ing a special battle plan option. 
The gamer controls new multi- 
weapon arm attachment, bristling 
with a large-bore cannon, rapid- 
fire machine gun, and smart 
bombs. Ocean of America, Inc., 1855 
O'Toole Ave., Suite D-102, San jose, 
CA 95131, (408) 954-0201. Inquiry 
#233 

ScapeMaker 3.0 

A rewritten, greatly improved 
ScapeMaker with its own screen, 
pu shbutton 2.0-look user interface, 
2.0 file requester, and 2 landscape 
(DEM) buffers displayed in 16 



shades of gray. Registered owners 
of ScapeMaker 2.0 can upgrade by 
returning the original disk with 
$25, registered owners of 
ScapeMaker 1,0 return disk with 
S35. Works wilh AmigaDOS 1.2, 
1.3, 2.x, and 3,0. Me^'^iincM, 1903 
AiiriaStrecl,SanlaMaria,CA93454- 
1011. Inquiry #232 

VisionModeller 3D Version 
1.1 

ShaderSoft announced the release 
of Version 1.1 of VisionModeller 
3D. The new release requires 
AmigaDOS 2.04 or higher running 
on at least an Amiga 3000 or 
equivalent platform. 

VisionModeller 3D VI. 1 also re- 
quires the use of XSpecs glasses 
for working in stereo 3D but the 
program is also fully capable of 
working in single perspective 
mode. ShaderSoft, 3631 Colby SW, 
Wyoming,M149509,(6W531-6083. 
Inquiry #233 

VisionModeller 3D Version 
1.2 

New features include basic 
scanline renderings multiple Undo 
last digitized location, fine and 
coarse 3D cursor control, dynamic 
object sizing during insertion, out- 
put for the freely distributable 
Persistence of Vision Ray Tracing 
program, and View Lists for even 
quicker selection of any number of 
views added to the list. Free up- 
grades available to all registered 
users. SlinderSoft, 3631 Colby SW, 
Wyoming, Ml 49509, (61 6) 531 -6083. 
Inquiry #234 



• Books* 

AmigaDOS Reference 
Guide, Fourthi Edition 
Updated and completely revised, 
AmigaDOS Reference Guide, 
Fourth Ed. (S22,95), now CO vers a 11 
versions of AmigaDOS, including 
the new Release 2 and Release 3. 
This is the guide all Amiga users 
need to take full advantage of the 
power of the Amiga. 
Author Sheldon Leemon takes the 
reader, step-by-step, through the 
intricacies of AmigalXlS, from cre- 
ating a CLI disk to building a 
personalized command sequence 
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AmigalOOO And 1200 
Computers Are Priced To Fly 
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latch your computing capabilities soar with the new Amiga* 4000 and 1200. 

Save up to SI, 500* on the A4000, including DeluxePaint® IV AGA and Art Department 
Professional® software. Save up to S440* on the new A1200, including DeluxePaint IV AGA 
and Final Copy® 1.3 word processing software. 

Both computers feature the Advanced Graphics Architecture™ that 
lets you display and animate graphics from a palette of 16.8 million colors. 
You also get a 24-hour Helpline and optional on-site service.** This offer 
is only good from January- 1, 1993 through March 31, 1993. So take off for 
your Amiga dealer today Or, call 1-800-66 AMIGA. ,^^--.».^--rr-_^'?^ 





C' Commodore 

AMIGA 









CircEe 109 on Reader Service card. 



NEW 

PROPUCTS 
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file. Tlioroughly illustrated with 
practical examples, this book cov- 
ers every Amig.iDOS command 
including all the new Release 2 
and Release 3 commands. Com- 
f'uh-r bitenmtioihil Ltd.. 324 West 
Wemlover Ave, Greensboro, JVC 
2740$. (919) 275-9809. hiqmri/it235 




AMOS In Action 
This new book gives ideas, tips, 
and inside information on writing 
good games ivitli AMOS. Details, 
write-ups, and opinions on the 
add-on packages for AMOS are 
also included. Contacts for 
shareware libraries and informa- 
tion oil how to get your games 
published are included as well. 
All this and a free game (with 
source code) too! A coupon for a 
free disk is included as part of the 
book. Kumn Coniputcr^ Ltd., 12 
Horiv^ilnv Park, Piiii;^l>i>iirm\ Berks, 
RG8 7jW, Tel 0734 844335. Iiiqiim/ 
#236 

Links Pro: The Official 
Guide to Links and 
Microsoft Golf 

Links Pro (SI 6.95) is written for all 
versions of Links and Microsoft 
Golf and includes in-depth strate- 
gics and professional advice 
players need to cut strokes from 



their scores. This comprehensive 
guide provides hole-by-hole, 
stroke-by-strokc strategies for all 
eight Links courses. Computer hi- 
terimtiotml Ltd., 324 Weft Wciidover 
Ave., Cn-oidxno, NC 27408, (919) 
275-9S09. hiqiiirii K37 




Mastering AmIga-ARexx 

This book is guaranteed to get the 
.Amiga owner into the world of 
ARexx programming quickly, pro- 
ducti velv, and enjovablv. In short, 
people want to know what ARexx 
is and how it can be used and it is 
c.\actly this type of question that 
thisbookanswers in full, shedding 
light on all the main issues in its 
336 pages. Bruce Smilli Books 
Limited, Smug Onk Green Btiaiiiesf 
Centre, LueUme, Bricket Woai, Herts, 
AL2 3UG, 0n-44-923-S94-355. 
Inqiwy #238 



•Other Neat 
Stuff. 

Computersave 
Uninterruptible Power 
Systenn 

Computer Power Inc., announces 
their Computersave series of 
uninterruptible power systems. 
TheComputersave provides pulse 
width modulated, line interactive, 
ferroresonant, on-line power for 
manufacturing and proees con- 
trollers, factory automation sys- 
tems, multiple workstations and 
PCs, LANs and file ser\'ers, tele- 
communications systems and 
medical electronics. 
Available in capacities from 9(X)VA 



single-phase to 50kVA three- 
phase, the Computersave series 
features up to eight hours of emer- 
gency run time. Computer Power 
Inc., U4 W. Main St., High Bridf;e, 
Nl 0SS29. (90S) 63S-S000. Inquiry 
#23.9 

DRC Sequential Graphics 
DRC Sequential Graphics would 
like to offer you an incentive for 
purchasing their product. From 
now until April 30, 1993, you can 
recieve their two disk, texture and 
backdrop compilation, Digital 
Collage, for the introductory price 
of $5 (s&h included). That's S2 off 
the regular price. 
Digital Collage is a monthly com- 
pilation that serves the profes- 
sional desk top videographers and 
3-D Tenderers of the Amiga com- 
munity. DRC Sequential Grapliics, 
57 East 400 North #9, Prove, UT 
S4606-2986, (801) 373-9579. Inqu try 
#240 

KJV-Bible Search Now 
Available as Shareware 
SOGWAP Software announced 
that the King James Version Bible 
Search program is now available 
as shareware for all Amiga users 
worldwide. The entire program 
uses four Amiga disks and is eas- 
ily installed on Hard Disk. 
SOGWAP Software, U5 BeUwont 
Road. Decatur, IN 46733, (219) 724- 
3900. Inquiry #242 

Libra Communications 
A new desktop publishing and 
design firm aims to meet the pro- 
motional and publishing Amiga- 
based businesses. No w, businesses 
that don't have the time, resources 
or expertise to produce their o%vn 
Amiga-made publications can sti 11 
impress their clients with profeS' 
sional-quality brochures, news' 
letters, or annual reports. 
By using the latest in .Amiga-based : 
electronic publishing technology, 
the company will provide a 
compariti\-ely low-cost yet thor- 
oughly professional-quality alter- 
nati\c for producing promotional 
materials. In addition, these busi- 
nesses w i 11 no longer ha\'e to worr\- 
about getting their text files con- 
\-erted to either the MS-DOS or 



Macintosh format for publishing 
by non-Amiga publishers. Libra 
Communications, Inc., 215 Calabria 
Ave, Ste. 7, Coral Gables, FI 33J34, 
(305) 529-lUSA. Inquiry #242 

Map Editor for Spoils of War 
All shipments of Spoils of War 
shipped after December 27, 1992 
included a free Map Editor. This 
Map Editor allows new maps/ 
scenarios to be built, including nine 
new worlds already created! For 
those customers already o\vning 
Spoils of War, if vou provide a 
5ASE sturdy enough to hold a 3.5" 
or 5.25", RAW Entertainment will 
provide the Map Editor free of 
charge. R.A.W. Entertaiiiincnt,3027 
Marina Bay Dr., Ste. 110, League 
City. Texas 77573-2772, (713) 538- 
3399. Inquiry #243 
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New Pmchicl.s and Other 

Neat Stuff is Compiled Ijy 

Elizahelli Harris. 




How to get your 
products listed in 
New Products and 
Other Neat Stuff 

Send a descriptive press release and 
two copies of the software or hardware. 
Pleaseinclude product name, company 
name, full address, and telephone 
number. Our mailing address is PiM 
Publications, Attn: New Products 
Editor. P.O. Box 2140. Fall River, 
MA 02722-2140. For UPS and Fed- " 
eral Express, our address is PiM Pub- 
lications, A ttn: Nezv Products Editor, .1 
1 Currant Place, Currant Rd., Fall 
River Industrial Park, Fall River, MA 
02720-7160. 



14 Amazi.\g Computing 




<a 



C^_^^:^*' 



ON WITH THE SHOW! 

The 4th Annual 

WORLD OF 
COMMODORE AMIGA 

IN NEW YORK CITY 
April 2, 3 & 4, 1993 

Come to America's greatest exhibition and 
sale of Amiga hardware, software and 
accessories! 

SEE, TRY AND BUY — ■ ALL THE 
LATEST EXCITING PRODUCTS: 

"* The dazzling new Amiga 4000! 
The Amiga 1200! 

FREE SEMINARS with show admission 
Desktop Video! Desl<top Publishing! 
Multimedia! Animation & Graphics! 
AND MUCH, MUCH MORE! 

New York Passenger Ship Terminal, Pier 88 

(Between 48th & 52nd on Hudson River) 

Friday & Saturday 10 a.m.-5 p.m. 
Sunday Noon-5 p.m. 



i> 
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ADMISSION: $15.00 per day, $30.00 for three-day pass. 

SHOW HOTEL: Holiday Inn Crowne Plaza, 1605 Broadway, 
New York, NY 10019. For reservations call (212) 977-4000. 
Show rate $135 single or double. Deadline March 9, 1993. 

For mote show information, irimne (416) 285-5950. 
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REVIEWIS 



Art Expression 

by R. Shaniiiis Moiiier 

When there is no competition in the 
marketplace, the tendency creeps in for a 
unitary product to become somewhat seif- 
sotisfied with its own stature. Research and 

x-t3.336 tf-2,8B2 <tnche«> 



development, service to the user, and othe r 
necessary ways of interacting with the 
continued deveiopment and addressing 
needs of the consumer are siov/ed to a 
crawi at best. Troditionaliy, this has been 
the cose with Amiga structured drawing 
software. There has been one main ieader 
in this fieid. though a smaii group of minor 
deveiopers have aiso entered it. Because 
of this, the ieading software has been slow 



Fag* Drawing 
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Various object 

drawing tools ore 
available In Art 
Expression and 
the is a wealtti of 
support for text 
and lettering 
'^^||6j options. 



to answer the coils of the users in upgrad- 
ing tools and processes to a level com- 
mensurate with other non-Amiga software 
platforms. This action, or lack of it, is some- 
what understandable. If the only gome in 
town refuses to change its response pat- 
terns, you moy be frustrated, but it remains 
the only game in town. For this reason. Soft 
Logik, with its proven user interaction in the 
Amiga desktop publishing world, has been 
the long awaited challenger in the area of 
structured drawing software, and the re- 
lease of their Art Expression package has 
been anticipated for quite a while. Well, 
here it is. Will it give the competition a run 
for the money, pushing the state of the art 
while motivating some reol competitive 
races in the next years? Let's take a look. 

Art Expression is the sister of Soft Logik's 
PageStream, a proven and often up- 
graded leader in Amiga desktop publish- 
ing. PageStream has always had a nice list 
of drawing tools of its own, but has lagged 
behind in areas that are really needed by 
creative DTP folks. Some of these areas 
have included the obiiity to wrap text on a 
curve, create grodiated fills, generate 
movable EPS flies, and in short, toaid in the 
development of quality structuralart, Other 
structural drawing programs have tried to 
address PageStream with some success, 
but up until now there has not been a 
package that has accomplished it with as 
much obvious built-in friendly handshak- 
ing. 

There ore reolly three distinct parts to 
the Art Expression package, The first is the 
Art Expression module itself, which is then 
joined by Soft Logik's BME CBitMop Editor) 
and a "Convert" module. The convert 
module, is included so you con translate 
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Gold Disk's PDraw Clip files into InformaTion 
that Art Expression can digest, display, and 
edit. BME tias two uses: to manipulate 
BitMap pictures and to covert BitMops to 
structured drawings. 

Tools familiar and new 

The look of the Art Expression interface 
is as classy os it gets, end all tools and 
processes are clearly depicted verbally 
and visually in the manual and supple- 
ments. All tools have on-line help, and o 
tech number is included in the manual if 
you need it. Pages and/or separate se- 
lected art can be saved in the Art Expres- 
sion format (Art Expression EPS). Adobe II- 
lustrafor8& EPS, and IFF DR2D. The manual 
lists several non-Soft Logik programs that 
these dravi/ings can be exported to, and 
exploins whether the software will be able 
to edit the results and also whether Art 
Expression can import editable art from the 
same listed software. 

Various object drawing tools are in- 
cluded: circles/ovals, boxes (square and 
round cornered), freehand shapes, and 
lines (stroight and splined). In addition, any 
path/object can be altered by a "smooth- 
ing" or "flattening" operation. As far as 
working with curved lines (bezier curves) 
goes, this software is much more intuitive 
for an ortist to uselhan Gold Disk's PraDraw. 
There is also o tool to close open curves 
and another to produce circular sections. 

Text/Lettering options . the central core 
of ony DTP software, find a wealth of sup- 
port in this drawing package. The software 
comes with its own library of fonts and 
styles, 17. all of them outputable to both 
PostScript and dot matrix devices. Once a 
text string is written to the screen, it can go 
through on almost Infinite amount of tran- 
sitions. It can, for instance, be set to fill any 
shape in on X/Y, X, or Y direction (Figure 3), 
But that's not all. Text con also be made to 
flow along any curve by the "Bind Text to 
Path" operator. It can be left or right justi- 
fied, centered, and spaced or scaled to fit. 
Once the text is transformed into a graphic 
object and merged, it con also be placed 
over a blended fill so that the text looks as 
if it is composed of a smooth gradoted 
screen in any direction. 

Art Expression allows the Amiga user 
to place any structured object inside the 
shape of another, so that the initial bound- 
aries of the object stretches to fit its new 
environment. 



Conclusions 

There are some features i would like to 
see in Art Expression's next upgrades. One 
is a "stop" feature that ends a rendering 
session immediately. I would also appreci- 
ate an "invisible" routine that loads PDraw 
clips, instead of the separate conversion 
module. I would like a future version that 
allows text to be blend-filled in an easier 
manner, preferable just by clicking on the 
text and having it automotically targeted 
with Q blend. It is also time for all Soft Logik 
products to show true colors of blends on 
the screen instead of stand-in screens, 
which is a feature that Soft Logik's DTP 
competition has addressed long ago. The 
advent of the Amiga-4000's 256-color 
mode makes this more than possible. Users 
ore also warned to upgrade their 
PageStream software to get the latest ver- 
sions if editing Art Expression work is desir- 
able — patclies are available either on the 
nets or for S 10 to Soft Logik. Without the 
properpatches installed. Art Expression will 
not save IFF files. Lost, I would like to see 
absolutely all Amiga 3-D/4-Dfendering and 
onimotion software — and also the transla- 
tion software like Pixel3D Professional and 
AW/Mafrwf— include the DR2D format for 
import. I would also like to see the present 
text box string replaced by a direct on- 
screen text operation, like the process in 
PageStream. Art Expression is a great tool 
for generating 2-D primitives that can be 
extruded and/or lathed in 3-D. If DI?2D is a 
" standard " — as Soft Logik c laims it is — then 
everyone should implement it as soon as 
possible. Art Expression is a g reat new Amiga 
product, and will do much to push the 
state of Amiga artwork Into new and excit- 
ing realms of visual possibility. 
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DeluxePaint IV Videos 



by Greg Epley 



When DeluxePaint IV was introduced 
in September 1 991 , Saddleback Graphics, 
i n ossoc lotion with Electronic Arts, produced 
a set of informative, tutorial videos for the 
program , Some of you may remem ber the 
excellent tutorial video Saddleback pro- 
duced for DeluxePaint III. "Professiona! 
Techniques for DPaint III." I was under- 
standably curious to see their work for 
DeluxePaint IV. What follows is my impres- 
sion of these DeluxePaint IV videos, "The 
DeluxePaint IV Video Guide" and "Ad- 
vanced Techniques with DeluxePaint IV." 

Video Guide 

First up is "The DeluxePaint IV Video 
Guide." This introductory video is recom- 
mended for beginning and experienced 
DPaint users, For beginners, the video of- 
fers a complete tour of the program and its 
basic operation. The video is not intended 
as a replocement for the progrom manual, 
however, as the host states. As an experi- 
enced DPaint artist, I found the "new fea- 
tures" section at the front of the DPaint 
manual far more informative than sifting 
through a video which covers a iot of old. 
familiar material. 

The 60-minute video breoks down into 
four sections: A Brief Tour, Tools, Menus, 
and Basic Animation, The program fea- 
tures are covered in these sections in a very 
logical top-down manner. "A Brief Tour' is 
exactly that— the host appears superim- 
posed overthe DPaint screen, pointing out 
the drawing area, tool bar, color palette, 
and menu bar. As he points to these areos. 
the surrounding screen elements appear 
dimmed — a very nice touch, "Tools" delves 
into each of the drawing and control tools 
on the tool bar, beginning with the dotted 
freehand tool at the top left, and proceed- 
ing leftto right down the tool bar. Along the 
woy. keyboord shortcuts ore shown in the 
lower left corner of the screen. The images 
of the fill and gradient fill types, utilizing an 
arch shope, are much better than the 
illustrations in the DPaint manual, as is the 
image depicting the various settings in the 
spacing types requester. "Menus" covers 
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each item on each menu going from left to 
right, top to bottom. "Basic Animation" 
covers the items on ttie Anim menu in more 
detail, as this menu is passed over in the 
"Menus" section, fn addition, because of 
the large number of new effects available, 
) think separate coverage of the Effects 
menu in on" Effects" section would be 
helpful. 

The tope itself is generally very well 
done. The pace seems about right, neither 
too fast nor too slow. Features are covered 
in a very logical, top-down manner. Most 
of the features are demonstrated as they 
are covered, but not in a manner that 
invites user interaction like the tutorials in 
the DPoint manual. Beginners probably 
would find the moving video description of 
ma ny features clearer than a static manual. 
I also liked the way features are highlighted 
by dimming the surrounding screen area; 
while this is not a new technique in such 
videos, it adds to the professional look of 
the work. My one complaint with this video 
is the host. I have nothing personal against 
the fellow, he has no control over how he 
looks on the tope— that is the fault of the 



producers— but the inferior chroma-key 
effect detracts a lot from the othenA/ise 
professional look of the video. I soon nick- 
named the fellow "Casper, the Friendly 
Host," referring to his pale, washed-out 
look with its faint, shimmering "ghostlike" 
edges, I've seen other videos produced 
with similar equipment that look better, so 
1 am at a loss to explain the problem here. 
Perhaps it was a combination of lighting, 
color selection, or signal loss or interfer- 
ence. 

Advanced Techniques 

One of the first things I noticed about 
this tape was the improved look of the host. 
Again, he appears quite pale— a bit like 
Data on Star Trek. Some fringing and 
"ghosting" was still apparent around the 
edges but was far less noticeable than the 
first attempt. 

The 60-minute "Advanced Tech- 
niques" is dvided into approximately eight 
sections or tutorials, "Award Winning 
Graphics" covers the creation of a bev- 
eled granite background on which the 
emblem "FIRST PLACE" appears in a styl- 



ized gold Cotorf on t with drop shadows. This 
segment presents one way to produce an 
effective stone-like surface as well os to 
drop shadows through which the surface 
details con be seen. "Words of Wisdom' Is 
actually three tutorials in one, and shows 
how to combine two or more Colorfonts 
with different palettes in HAM mode .three- 
dimensional multicolored text with per- 
spective, and embossed text. Of course, 
these techniques can be applied to ob- 
jects OS well as text. Animation comes into 
play with the next four tutorials, whose 
techniques ore worth the price of the tape 
to beginners or experienced artists. Those 
Amiga ovjners ancient enough to remem- 
ber the classic "Boingl' animation will en- 
joy producing their own simplified version 
in "Play Ball," This segment utilizes colof 
cycling, brush v/rapping onto on object, 
animated brushes, and anim-painting with 
the spacing requester. "One Good Turn" 
presents one way to produce a "page- 
turning" effect from one picture to another 
in HAM mode. The purpose of the segment 
Is to present techniques which will hope- 
fully Invite experi mentotion from the viewer . 
"As The World Turns" is one of the more 
dazzling DPaint tutorials I've seen, though 
the presentation seems a bit disorganized 
at times. My advice is to follow the ex- 
ample given and "trim the fat" from it as 
you learn more about the program. You'll 
find this to be true for about naif the seg- 
ments. "Quick Change Artist' explores the 
new metamorph feoture in DPaint, When 
you complete the segment, you'll have a 
short, animated HAM sequence thotcledfly 
demonstrates three different morphs. 
"Getting Down to Business" shows some 
quick techniques for creating two kinds of 
business graphs— bar and pie. Maybe I'm 
just spoiled by the graphing packages 
available on the PC, but I can't imagine 
having to produce a large number of com- 
plex business graphs for an important pre- 
sentation using a paint program. "A Couple 
of Quick Tips" demonstrates how to set up 
the DPaint icon ToolTypes and save cus- 
tom startup presets with a specific resolu- 
tion, color palette, and color ranges. I 
suppose this information could be useful to 
a beginner, but I don't consider anything 
that's readily available in the program 
manual "informative" or a "tip." Finally, the 
video ends with a short highlight of about 
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five companion products the viewer migfit 
find useful, from "DeluxeVideo iil" to Ttie 
Buddy System for DeluxePairit IV." 

Conclusion 

I would tiighily recommend botfi 
"Video Guide" and "Advanced Tecti- 
niques" to ttie beginning DPaint artist. 
However. I would also strongly recommend 
that beginners complete the tutorials in the 
program manual, because the "Video 
Guide" doesn't offer the kind of "learn by 
doing" tutorials offered by the manual. 

nd the tutorials in " Ad vanced Techniqu es " 
ore a bit much for a beginner to start with 

1 believe the "Video Guide" would bore 
experienced artists trying to sift through 
old. familiar material looking for something 
new; experienced artists con learn more 
about the new features from the DPaint 
manual and save their money for "Ad- 
vanced Techniques." 
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AMOS Professional 

In/ Jack Noiuicki 



Since its introduction in June, 1 990, the 
AtvlOS programming system has become 
one of the most popular Amiga products in 
Europe. There are now British magazines 
devoted solely to programming in AIV10S. 
User groups in several countries, including 
the U.S., are publishing newsletters. One of 
the reasons for the growth of AMOS has 
been the support of Europress, and the 
British AMOS Club. In just two years, they 
have released three upgrades of AMOS as 
public domain, fixing bugs and adding 
new commands. 

Their latest release. AMOS Profes- 
sional, however, is more than a minor up- 
grade. It is a greatly expanded version of 
the original language with 200 new com- 
mands, bringing the total to over 700, and 
several new programming accessories. The 
AMOS Pro package consists of a 650- page 
monuoi and six disks which includes a tuto- 
rial disk, and three disks of example pro- 
grams. AMOS Pro will run on any Amtgo 
with 1 MB, and is easily installed on a hord 
drive. 

AMOS Basics 

For those not familiar with AMOS, it 
can be described as a BASIC style lan- 
guage with many additional commends. 
It allows you to exploit the full capabilities 
of the Amiga , without having to know any- 
thing obout structures, libraries, and as- 
semblers. Special screen modes such as 
Dual Playfield, HAM, and Double Buffered 
con be initialized with a single command. 
The Amiga's other graphics ond sound 
features are aiso easily accessed. The 
AMOS menu editor lets you create all sorts 
of custom menus, and the unique AMAL 
"language within a language' lets you 
create animation programs thot control 
dozens of sprites and bobs on a screen, 
independent of what the main AMOS pro- 
gram is doing. 

AMOS is also expandable. Europress 
and several third-party developers have 
released "extensions"— collections of ad- 
ditional commands — for even more pro- 
gromming power, including a compiler, a 
game mop editor, and a 3-D modelling 
system. 

AMOS Professional - What's New 

The first thing you will notice after 
loading AMOS Pro Is the 2.0 look to the 
editor. Gone are the 10 command blocks 
that took up the top quarter of the screen, 
replaced by a sleek, single line of icons. All 



of the editor functions con be accessed by 
pull-down menus, and many have key- 
board shortcuts. The block cut, paste, and 
move functions have been improved. You 
con also now have several editing win- 
dows open at once, allowing free move- 
ment from one program to onother, The 
direct mode v/indow has also been 
iconized, and con be resized. There is even 
an optional autosave feature which peri- 
odically will prompt you to save what you 
are working on. The enhancements in 
AMOS Pro go beyond the merely cosmetic. 
Added commands include those that let 
you load and play Soundtracker and MED 
music modules directly from your program, 
OS well as IFF ANIM files. 

The Accessory disk contains several 
programs that make if easy to create data 
banks for your programs. The Menu Editor 
and AMAL Editor ore the same as in older 
versions of AMOS , and several new acces- 
sories have beenadded, such as a Sample 
Bonk Maker that handles row and IFFsound 
samples. There Is an Object Editor, replac- 
ing the SpriteX program from previous ver- 
sions, that allows you to draw and edit 
banks of Sprites and Bobs. You can draw 
your object from scratch or grab it from on 
IFF picture. 

There is a powerful Disk Manager ac- 
cessory, a commercial quality product in 
itself on the lines of Opus. Not only can you 
move, delete, and rename files easily, but 
It also can display an IFF picture or the 
contents of an object bank, play a sound 
sample, or even an entire Soundtracker 
song. The AMOS Pro Monitor is a debug- 
ging tool that allows you to step through a 
program and check the value of variables, 
while displaying a quarter-size image of 
the output screen. 

The biggest addition to the AMOS sys- 
tem in terms of new commands is the inter- 
face Resource. Like the AMAL system, the 
AMOS Pro Interface is on entire language 
subset that allows you to create control 
panels for your programs. You can create 
simple buttons, radio buttons, check boxes, 
horizontal and vertical sliders In all styles, 
shapes, and colors. An entire control panel 
can be defined as a single-string variable. 
Once the string is defined and activated, 
the control panel is drown and waits pa- 
tiently for user input, while the main AMOS 
program con be performing other tasks. 
AMOS Pro comes with two screens of various 
buttons and boxes for use with your pro- 
grams, or you can create your own custom 
icons with any IFF paint program. 

There is still more. How about a 
hypertext style HELP accessory that instantly 
brings up information about any command . 
AMOS Pro even supports AREXX com- 
mands. AMOS Pro contains practically ev- 
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Audio Gallery 

Talking Picture Dictionaries 




Eiii.h AutJia OaUery js :i 7 or H disk scl w iih 6(M) - SOn 
digitized words lo build vocubularj in a foreign liuiyuajit:. 
Variou.s lopits such as wcaiher. living room, kiichen, 
numbers , elc. arc prcscnlcd in a fun graphical context. Eiach 
w[ includes prnn^mar manual, quizes and dic[ionap. . 

Chinese* German Korean* 
English Itahan Russian* 

French Japiinese* Spanish 

$89.95, *$1 29.95 



Digital Orchestra 




(FF 

Sound 
Sample 
Libraries 




One-Oclave BSVX IFF sound samples. 
Inslruments sampled al 17897 S/Second. 
Sound Effecis sampled at 8363 S/Seconds, 
Compatible with DWCS, MED. Trackers, sequenceis. 
Digitized sounds professionally sampled. 
Use MED to modify sounds, add echo, etc. 

Inslrumenis 

SAOl Bass Guiiars Slap 9a&s, Fielless, Picked, eie 
5A02 Brpss ■ Tuba. TrornbonejHjmpei. Ffench Horn, eic 
SAOl Reeds ■ Cla'ifitrl OOoe. Saxqj^one, Bassoon, etc 
SAW SififiQS V.olin, Viola. Cello, Orch Hils SIC 
SA05 GuiWf& ■ AcoueIk: Elecliic UM. Jan. uic 
SAOB Pianos ■ Pianos. El&ciric Piano. Honk^-Tonk, e(c 
SAO? Latin Pfiicussion ■ Timbaie, Conga, Bongo, elc 
SAOB Drums l ■ Bass Drum. Snare, Tom, Cowbel eic, 
SA09 Drums 2 ■ Hi-nat. Guiro, Agogo, Cym&al. otc 
SAl Pflfcussion Sl&el Drum. Taika. Sell. WoExlblock, etc. 
SA1 1 Organs ■ Galhedral, Eleclnc. BandOrteon. Heed, etc. 
SAl^Eltinie-Silar, Koto, Baqpipe. Kokyu. Banjo, etc. 
SA1 3 CnrPefc - Mafifrba. XyfoononG, Cefesla. etc 
SA1 ■! Pipes ■ FluSe, Piccolo. fiecorCer. WTiisiie, etc. 
5A1 5 EnsHTTiblir - Ofch Hit Strings. Voice, So^o Ghoir, elc. 
SAtfi CnoifS Thfac C moie Harmomtius sinmng voices. 
SA17 Piano Cfior(J& - Wfljor, MirtOf. 6!ti. Tlh, Sih, esc. 
SA18 Guitnr ChBra% ■ Wajw tAnoi, MmTtfi 7lh, etc. 
SA19 Ornan Chords ■ Cnuttn Organ arnJ Electnc Orgar 
SA20 SynihesiiM Call<ope, Square Wave, Saw Wave, aic. 
SA3I wa Chords -Accordion HonKy-Tonk Piano 
SA32 OiGHni CfiC^flS Sounds of \t\e Ca*«!r3.l Organ 
SA33 Voice Organ ■ Uniqoe Voce -r £tec Organ sourxJe 
SA3d Harp- White havs, BiacK Keys, single fortes. 
SA35 SymhSoijrics - Faniasia. SpaceVos, Sweep, efc. 
SA36 SymnSFX Beam: Cat. Gtol. Stralosjihere. etc 
SA40 Foreign: ■ "Heilc". "Yes', "l 23'. etc. in S tallages 
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5A31 Airplanes 
SAZSCais, TfixAs 
SA23 Nauical 
SAZ4 Birds 
SA2S Huffun 



SA26 WiM A.n ma!5 

SA27 Domestcaled AnjmaiS 

SA2a Tra:riS 

SA^9 Miliary 

SA30 Q^05l:5, Scary sounds 



Each (J»sk 15 priced at $5.95, 3 for S4.95 each, len for 
$39.95, ComplelB colleclion for S99.95, Also avaifa&le 

MED music construction kil and sample:. Send forlree 
corripleie listing. Shipping S3, ten or rrore disks. S4, 

FAIRI3ROTHERS, iNC. 
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_^ Arlington, Virginia 22206 
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[X-oiu Disk i'm Auitu- (l;iUcT\ K{v.-il> 1.in^u.,iii-l ■ S.^ utbJti: iin pr<>du!;l 
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CKh. Add S4 fur COU. U PS 2nJ Day Air. Canadi- S6 shipping. iJJ 
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accepted. Schools ask abom Jow -coit mulU-copy licensing anangcmem. 



erything you need to create professional 
quality programs. The manual is weli orga- 
nized in tutorial fasinion, introducing groups 
of related commands with short examples 
to type in. The manual has two indexes to 
help you find o specific topic or command . 
There is a full disk of tutorial programs- 
working examples that demonstrate how 
the AMOS commands can be utilized to 
createsome very remorkoble effects. There 
are also two disks containing PD quality 
games, again heavily annotated to help 
you learn AMOS programming techniques. 
There is even a ruadimentary data base 
program to show that AMOS Pro con be 
used for serious applications also. 

Quibbles 

As with almost any first version of a 
product of the size and CO mplexit/ of AM OS 
Pro. there areafew initial bugs. The manual 
contains a few minor errors. There is a bug 
in the direct mode screen that causes the 
computer to lock up when you change 
directories. And , from the beginning , AMOS 
has been plagued by a bug that causes 
string variablesto sometimes get corrupted 
when passed to and from procedures. This 
bug is still present in AMOS Pro, so you must 
be careful when you use string variables, 
including AMAL and interface strings, in 
procedures. 

Current usersof AMOS will bedistressed 
to leorn that any extension programs they 
own will not work with AMOS Pro, Europress 
will be coming out with an AMOS Pro com- 
piler, and it is expected that third-party 
extensions will also be upgraded soon. 

The Verdict 

Anyone interested in programming the 
Amiga should consider AMOS Pro. it is pow- 
erful, easy to use, and well supported by 
Europress and the user groups. For current 
owners of AMOS, I would recommend you 
consider upgrading, if only for the added 
power of the Interface Resource ond the 
Disk Manager. I would suggest though, 
that you woit until a new version of AMOS 
Pro , with compiler, is available. At this time . 
current AMOS users can upgrade to AMOS 
Pro ontythroughEuropress.foranupgrade 
fee of 39 Pounds, 
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CineMorph 

In/ R. Slmmnifi Morticr 

There is a certain feeling of power one 
has when changing one digital image into 
another, like that experienced by the al- 
chemists who searched for ways to trans- 
mute lead into gold. True, we Amiga 
obsessives can't quite manage to do that, 
but with the help of the morphing pack- 
oges that are on the shelves, we can per- 
form some pretty neat digital tricks, image 
morphing is actually a process invented by 
Hollywood to amaze us with on-screen 
effects in the movies. From werewolves to 
"Terminator il," we've all squeoled at the 
results. 

The Software 

Besides this stand-alone product, the 
CineMorph software also comes as a mod- 
ule in a more complete effects package 
from GVP. The manual is small but clearly 
written and indexed. The initial parts of the 
process are easy to understand, and you 
con probably do some beginning 
morphing intuitively without using the 
manual as a reference. There ore three 
types of morphing addressed: warping a 
single picture; morphing one image into 
another, probobly the most common use, 
and morphing animated sequences into 
oneanother, fairly complex. Input windows 
are used to display your Image(s), over 
which a movable grid is placed. It is the 
placement of points on this grid that deter- 
mine the movement of an imoge in the 
animation. 

Output can be either "generated" 
images or sequences (24-bit frames), or 
"rendered" images, sequences, or ANIM5 
animations. In the latter cose, you can 
select any Amiga resolution mode, and 
also DCTV 3/4 bitplane and HAM-E. The 
number of frames in the animation can be 
set as well as the frames that you need to 
generate from that number. The size of the 
rendered screens can also be set, a very 
handy feature to have at hand. Be aware 
that some players. DPaint\r, particular, ex- 
pect to see certain exact screen sizes in 
certain resolutions, and balk when the sizes 
dprTt match up. 
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Warping an Image ("Rubber 
Sheefing") 

The easiest to understand morphing 
process is that of taking a single image and 
warping eiements of it as if it were printed 
on o stretchable rubber sheet. You can 
toke a person's eye, for instance, and en- 
large it over time to bug out , or reduce it to 
a pinhole. For the best results, it's best to 
odd more columns and rows to the grid 
mesh placed over the image, especiallv in 
areas of major movement. This allows vou 
finer control over v/hat will and will not 
move in the animation, You may have the 
meshed grid act as a "line" mofph or os a 
"spline." I had much better luck with the 
line type, as the spline produced either 
unwanted movements or in some cases 
crashed my machines (Amiga 2500 and 
4000)- 1 don't think the spline morphs hove 
been perfected in the software, See Figure 
1 for on example of a singte-imoge warp 
using the CineMorph software. 

Dual-Image Morphing 

This is why most Amiga users wilt pur- 
chase a morphing package in the first 
place. Oh what fun to transform your 
mother-ln-faw Into your pet iguana, Bach 
into a teapot, or the president into Mo- 
donna. The first step in this process is to 
choose exactly the two images, first and 
last, you want to work with, and to load 
them into the CineMorph screens. Next, 
select the beginning image and carefully 
outline the basic shape, Work on the initial 
image alone at first, and avoid tempta- 
tions to work on both at once- 
More columns or rows of points 
are generally needed in this pro- 
cess, especially when the images 
have very different features. 
CineMorph has a hobit of not 
allowing you to move points in 
the mesh across row/column 
boundaries, so you'll have to work 
around this annoyance. The next 
thing to do is to outline the major 
features as closely as possible in 
the originating morph— eyes, 
nose, mouth, hairline, chin, ears if 
you're working with a human or 
animal face. 

When the initial image is 
surrounded by the mesh points to 
your liking, it's time to move on to 



the final or target image. This is the port that 
takes the most time, and that also assures 
the best results when time is spent. When 
you activate (click on) a grid point in the 
initial image. \i oiso lights up thot some 
point in the target. For instance, o box 
outlining an eye in the starting image will 
oppeor OS o box overlayed on the target 
image. This allows you to move it over the 
targets "eye" or other part so that the eye 
will transform over time into its target. Ob- 
viously, images that are closer together in 
size and content will morph more smoothly 
over time, presenting a more believable 
onimotion, If the splines were more work- 
oble in CineMorph, that would moke a big 
difference here too, as splines ore more 
liquid in movement than lines. There is on- 
other tool that is essential in this CineMorph 
process, or in fact, a pair of tools. These are 
the Dissolve and Tweening curves. The Dis- 
solve Curve controls the blending of the 
two images, while the Tweening Curve 
controls the speed of the motions across 
the frames. There is o selection of choices, 
but this area should be more user defin- 
able in order to experiment with more 
obscure curve types. It's always best to 
preview (render) some of the mid-point 
frames in order to get on idea of what the 
onimotion may look like and to fix unex- 
pected problem areas. There are always 
unexpected morphing artifacts that have 
to be fixed before you achieve a perfect 
morph. especially when the two images 
differ in size and content. See Figure 2 for 
an example of Dual Image Morphing. 



Morphing Sequences of Images 

There is o small tutorial in the manual 
that walks you through a sequential morph. 
This is the type that transforms more then 
two objects in animation, so that A be- 
comes B, and then B becomes C. For this 
operation, you can select any number of 
images as "key frames." so that move- 
ments use them as targets in the final se- 
quence. For Instance, a 60-frame anima- 
tion might have four key frame targets, 
perhaps at 1 , 20, 40, and 60. If you've ever 
seen the wonderful morphs accomplished 
for Michael Jackson's latest videos, where 
faces of every race and gender melt into 
one another, you will appreciate the power 
of sequence morphing. A zoom feature 
would be most welcome here as well, be- 
cause two images are complicated, and 
adding another multiplies the complica- 
tion foctor. This is also where an onion skin 
overlay screen would be most hel pf ul , and 
would save time in the meticulous move- 
ment of hundreds of points. 

Conclusions 

Though rendered frames might be 
useful OS previews with CineMorph, qualify 
results can only be obtained w'rth the 24-bit 
option, I would even say that DCTV users 
should render their work as 24-bit first, and 
then import it into DCTV. This produces 
better results. There ore qualitative differ- 
ences in the way that Amiga morphing 
software packages allow the user to use 
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morhing to transform objects. All of \he 
morphing software is fun to play with, but 
some packages ore more professionolly 
oriented thien others. By "professionally ori- 
ented," I mean the ability to get down to 
the nitty-gritty and work on a pixel-by-pixel 
basis. To do this effectively, the toois have 
to be visibly vector-oriented, meaning that 
movements must be controlled by altering 
their discreet direction over time. It is also 
necessary that unwanted obstacles not 
be placed in the way of the creative pro- 
cess, such as the inability to move across 
the "boundaries" of other points if desired, 
or the inability to "protect" areas from 
morphing stretches. 

Quality zooming features are also a 
necessity, since without them, working in 
smoli areas is on impossibility. Another very 
helpful feature, almost vital for professional 
results, is on "onion skin" screen. This ollows 
the user to place a beginning frame and 
an ending frame together in a transparent 
sandwich so that points ond vector move- 
ments can be accurately piaced and cal- 
culated. There are two other good 
morphing packages on the Amiga: 
MorphPlus from ASDG and ImageMaster 
from Black Belt, CinelVlorph is definitely the 
most economical of the three, but has 
limited use in a professional setting in its 1 .0 
incarnation because of its present lack of 
the tools referred to. CineMorph is a good 
package to have fun with and to intro- 
duce the Amiga user to the joys of creating 
morphing animations, but it is not the best 
choice for fine tuned professional results 
because it lacks many of the tools consid- 
ered vital to a high-rquality broadcast or 
film special effects end product. With the 
present edition of CineMorph you'll be able 
to amaze and confound your friends. This 
software could be Just what you crave if 
your Amiga work isn't involved in the pro- 
fessional arena, I hope that for those of us 
who use morphing for more broadcast- 
oriented work, future editions of this prod- 
uct will include more of the needed profes- 
sional options. 
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Amiga Action Replay 
MKIII 

/)[/ Hauiin;^ Vahlcnkauip 

One of the things I miss about my old C64 
is its ability to use ROM cartridges — essen- 
tially ROM chips on circuit boords that plug 
into the computer. Super Snapshot 5, for 
example, contains lots of utility programs 
and powerful programming tools in a 64K 
ROM, Best of all. no loading is necessory: 
the software Is instantly available at the 
touch of a button. Now ROM cartridges 
ore here for the Amigo with Action Replay 
MK 111, AR3 for convenience, a British im- 
port. 

While it moy have been patterned 
offer C64 cartridges. ARS's scope and 
power extends beyond any of them, its 
primary interface consists of an 80x25 text 
screen supporting a full-screen editor, C64- 
style. This means you can move the cursor 
anywhere on the screen, type any of the 
136 supported commands, and press re- 
turn to execute it. These commands, which 
will be discussed shortly . cover an enormous 
spectrum of functions. Text can also scroll 
up and down. Even if you're not an old 
Commodore veteran, you'll quickly be- 
come familiar with the interface. In addi- 
tion to this spo rtan setting, there ore seve ral 
screens with the more fomiliar gadgets 
and mouse support. 

The heart of AR3 is a 256K ROM and a 
small amount of RAM for temporary work 
spoce. These ore combined on a small 
board with a red button, o toggle switch, 
and a knob. The A500 and AlOOO versions 
plug into the exponsion bus, while the 
Al 500/A2000 version fits into the processor 
slot and comes with a remote unit. (Avail- 
able only in Europe, the A1500 is basically 
an A50D put into an Al 000-like cose.) Press- 
ing the button freezes whatever the com- 
puter is doing, activating AR3, Thus AR3 is 
independent of AmigaDOS. You can exit 
by pressing x. The switch turns slow-motion 
mode on and off, and the knob adjusts the 
computer's speed from very slow to nor- 
mal, This feature is ideal to slow down fast- 
moving gomes. 



General Functions 

When you activate AR3, you'll find 
some general purpose functions in addi- 
tion to the typed commands. Pressing the 
Help key reveals a summary of the entire 
command set, shown one screen of a 
time. F8 shows a similar summary for 
mempeeker, the picture editor. All other 
function keys have uses too. You can clear 
the screen, toggle insert mode, toggle 
German and US keyboards, dump the 
screen to the printer, switch to a spare 
screen, enter preferences, among other 
things. Shift pauses scrolling, and ESC is the 
general command-abort key. 

The preferences screens are displayed 
by pressing F3. All options are selected via 
gadgets, and can be saved to disk. Unfor- 
tunately some of them don't work. Working 
features include a virus checker, outofire 
feature controlling firing rote for gomes, 
color selector and screen blanker only for 
the AR3 screens, and disk drive shut-offs. 
Not working are the memory shut-off, disk 
drive boot selector, and the no-click op- 
tion. None of them seem to do onything at 
all. Since this Is the third revision of the 
cartridge. I wouldn't have expected these 
kinds of problems. 

DOS Commands 

This group of typed commands re- 
sembles AmigaDOS commands to some 
degree, and only works with AmigaDOS 
disks in floppy drives. The syntax is some- 
what unusual and non-uniform, as drives 
are referenced by number only, as in 0: 
instead of DFO;, and some commands sup- 
port commas as well as path descriptions 
in their pa ram eters while others don ' t. Those 
that don't recognize paths require you first 
to switch to the appropriate drive via CD. 
In fact, non-uniformity extends to many 
other types of commands, making memo- 
rizing command syntox more difficult than 
necessary. 

The DOS commands include most of 
the usual functions such as CD, COPY, DIR, 
DELETE, FORMAT, INSTALL, MAKEDIR, 
RELABEL, RENAME, and TYPE. Some unique 
DOS commands are added. For example. 
DISKWIPE scrambles all data on a disk very 
quickly, rendering in unreadable. 
DISKCHECK scans for errors. SAFEDISK acts 
like SetPatch. fixing Kickstart 1.3 bugs, al- 
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though I con't imagine why anyone would 
wont to do that, since AR3 doesn't even 
use KIckstart. It does a few other miscello- 
neous things like turning on write verify. 

There ' s also afostdiskcopier.DCOPY, 
and a more sophisticated burst nibbler. 
The nibbler, which opens a custom screen, 
con copy MSDOS and Atari ST disks In addi- 
tion to Amiga disks, Its name is misleoding 
since the word "nibbler" leads you to be- 
lieve it will copy protected disks, but it 
doesn't. Strangely, both copiers only 
worked with 0: as the destination drive, 

AR3 gives you limited disk security with 
boot protection and disk coding facilities. 
Boot protection writes a user-specified 
code to a disk's bootblock, subsequently 
requiring you to enter it in order to boot the 
disk. Disk coding also uses a code to en- 
code disk writes. Thereafter you must enter 
the code to decode disk reads when you 
wont to load something. Both of these 
features ore flaky and confusing to use, so 
they're best avoided. 

Monitors 

A group of disk monitor commands 
allows you to manipulate disks, RT and WT 
read disk tracks into memory and write 
them from memorytodisk, although they 're 
unreliable on protected disks. DMON shows 
the memory address of the disk buffer , ond 
CLI5DMON deallocates this memory. 
BOOTCHK, DATACHK, and BAMCHK cal- 
culate checksums of sectors. Once disk 
data is in memory, it can be further ma- 
nipulated with the machine code monitor. 

The machine code monitor, consist- 
ing of 40 commands, is a key feature of 
AR3. With the monitor you can do just 
about anything imaginoble to the 
computer's memory including loading and 
soving files; comparing, transferring, and 
searching blocks of memory; viewing and 
editing memory, CPU, and allchip registers 
in numerous ways; assembling and disas- 
sembling CPU and copper instructions; 
tracing and single-stepping execution; 
setting breakpoints and watchpoints and 
more. This is nothing short of heaven for 
serious machine-level programming. 

Needless to say, directly working with 
memory can corrupt anything running prior 
to activating AR3, so you have to be care- 
ful. Another great thing about the monitor 
is that If you crash the machine, you only 
have to reset it, push the red button, and 
you're back in business again. With disk- 
based monitors, you have to reload the 
OS, then reload them, making them a tot 
less convenient. The monuoi doesn't at- 
tempt to teach assembly language or 
Amiga architecture. 

AR3 has several utilities that let you 
grob things from chip memory-progroms, 
pictures, music, and samples, Grobbing 
programs is probably the least useful , since 
the grabbing process seems to continue 
endlessly, never finishing if you have more 
than 512K. Besides, the only programs not 
stored in AmigoDOS files already are 



games, and they usually don't load into 
memory all at once, making grobbing the 
memory-resident portion pointless. 

The picture ripper, mempeeker, is 
much more useful, especially for soving 
winning screens from gamesand for game 
reviewersi 

When you activate AR3, the screen 
from the frozen p rog ramcanbeviewedby 
pressing P. At this pointyou can press various 
keys to alter the picture in many ways 
including scrolling the picture, changing 
brightness and colors, toggling dual- 
playfield and HAM modes, adding and 
stripping bifplanes, and various otherthings. 
And altering the frozen picture doesn't ruin 
the original one. Pictures ore saved as 
standard iLBMs. 

There are two different ways of grab- 
bing sound— .TRACKER and SCAN. 
TRACKER attempts to locate different 
"tracker"-style music modules, These 
modules represent a loose music format 
that should have been standardized and 
incorporated into IFF, A number of games, 
particularlv European ones, use them. 

SCAN, on the other hand, brings up a 
screen that lets you analyze all of chip RAM 
forsoundsamp!es,Youjust "play" memory, 
gradually narrowing the range end zeroing 
in on v/herever a sample may be found, 
Experiments also revealed that many 
gomes use samples. Unfortunately, while 
SCAN saves in 8SVX format. It doesn'tstrictly 
adhere to it. Commodore's IFFCheck pro- 
gram (FF*185) says AR3's 8SVXs are 
mangled. Depending upon how strictly your 
software follows the official 8SVX standard, 
the samples may or may not be compot- 
ible — on embarrassing faux pas. 

Trainer 

As if the above weren't enough. AR3 
throws in froiner commands. The trainer 
allows you to get infinite lives, energy, etc, 
in gomes by finding addresses in memory 
where these variables are stored . Then you 
con modify their values to whatever you 
want or have AR3 find and eliminate all 
Instructions that decrease them , effectively 
making them infinite. This isn't always suc- 
cessful, since many gomes use more 
complex ways of recording these things, If 
the trainer foils, you can try the more 
powerful deep trainer which still has limits 
and can get very tedious. Nevertheless, 
these features are definitely worthwhile. 

For Good Measure 

Finally, AR3 includes some miscella- 
neous commands. The highlights are 
compressing/decompressing memory, 
editing sprites (via a matrix of numbers 0-3 
representing colors), showing the ROM 
version— mine is V3.09 10/13/91— of AR3, 
switching NTSC/PAL modes (ECS Agnus 
required), showing an ASCII mop, showing 
any or all of the alert (guru) numbers and 
their meanings, and sending a text string to 
the printer. Several other commands dis- 
play various system information valuable 



to programmers such as memory amounts, 
resident libraries, interrupts, CPU exceptions, 
resources, chip register names, devices, 
tasks, and ports. 

Among the miscellaneous commands 
are two more prominent features — 
MEGASTICK and SETMAP. MEGASTICK is 
used to progrom the joysticks to act as 
certain keys depending upon the direction 
of the stick ond state of the fire button. 
SETMAP opens a screen on which you con 
edit the characters assigned to the keys of 
the keyboard In order to create custom 
keymaps. Both of these commands install 
patches to Workbench . and hove no effect 
unless It is running. 

Conciusions 

As you can see, AR3 packs an ex- 
ceptional amount of functionolity into Its 
256K ROM. On the negative side, you pay 
for it with some irritations and bugs. In ad- 
dition to the problems I mentioned, AR3's 
NTSC screen isn't centered on the monitor 
properly ; the bottom row of text is obsc ured, 
The 64-page indexed manual isacceptobly 
written overall, but sometimesa little vague 
and too brief, foiling to document three 
monitor commands and one miscellaneous 
command. The help screens explain them. 

This product Is best suited to A500/ 
A 1 000 ow ne rs . OS A 1 500/ A2000 owners wl II 
be reluctant to give up prized processor 
slots. All versions support hard disks, ECS 
chips, and up to about 4MB RAM; more 
RAM reportedly causes AR3 to crash . Since 
AR3 is so tightly bound to the hardware 
and CPU in its operation, it probably won't 
work with ony 68020-040 accelerotors. but 
I can' t confirm this. Using it with AmigoDOS 
2,04 requires a ROM switcher, as it falsely 
repo rtsa virus under Kickstart2,0then hangs 
up when you exit AR3. With a switcher you 
can exit, switch to KIckstart 1 .3, then switch 
back to 2,0, Released after 2.0, AR3 should 
support it directly, 

in the future, I'd like to see some im- 
provements starting with fixes for all the 
problems. Furthermore. AR3 could use a 
sprite-coiiision-defec tlon diso ble for gomes . 
support for a 50-row text screen, and o 
quick reference card summarizing oil 
commands, A redesign of AR3 on a 
PCMCIA card for the new Amigas would 
be nice too, supporting their new features. 

When all is sold and done, the question 
remains whether it's worth the S99.95 cost. 
Programmers, hackers, and avid gamers 
will find it invQluobie, but others probably 
can live without it. One last note: as the 
manual clearly states, AR3 Isn't intended 
for piracy. 
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by Terence Byrnes 



Imagine finding a local multimedia lab where you can explore 
the full range of the Amiga's video, graphics, and sound capabilities 
This lab would boast accelerated Amigas with 24-bit graphics cards, 
frame-grabbers, video editing, scanners, digitizers, RGB projectors, 
sound samplers, and MIDI keyboards. Imagine, as weW, a trained 
staff to help you, and the company of talented musicians, 
designers, artists, and technicians at work on their own 
projects. And as long as we've gone this far, we might as well 
make the entire experience free of charge, except for an 
occasional workshop fee of only three dollars. 

This multimedia lab does exist, but there's a small catch. 
To use it, you have to be a student at Concordia University, in 
Montreal, Canada. 

Concordia is one of two English universities in the French- 
speaking city of Montreal. It has a history of serving the needs 
of working people, and manv of its 22,000-pIus students are 
adults, of everv age and profession, who study alongside 19- 
year-olds in their first year of university. 

Considering this tradition of diversity and service, it's no 
surprise that an Amiga lab open to all students, not just people 
registered in special programs or classes, would flourish at 
Concordia. 

The lab, which carries the unwieldy name of MITE 
AVISTA (for Multimedia Interactive Technology Environment 
Audio-Visual In-Service Teaching Area), was the inspiration of 



its director, Helen Workman. Workman has degrees in Cinema and 
Educational Technology, and became fascinated with the uses of 
computers in media education when she read a draft proposal for 
the media lab at the Massachusetts Institute of Technology. "From 
this proposal," she says, "1 realized MIT was getting tons of support 





so their very best and brightest students could invent 
tile future. The more sophisticated tools you provide 
for the creative students, the further they will extend 
themselves, and go to the boundaries of technology 
and beyond." 

The thrilling prospect of allowing students to 
invent the future led Workman to apply for a grant 
from Commodore Canada in 1989. The company came 
through with ten 2QnO-series computers and 19 
monitors, enough for 10 work stations and a monitor 
"wall" that can be used for visually interactive 
teaching and learning. (In this situation, students 
output to the wail and the instructor outputs to a large 
screen or video projector.) Since then, the lab's 
hardware and Workman's belief in its educational 
potential have both expanded. 



The students use the Amigas for ail sorts of 
creative work, 
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"We train our \oiing people in front of televisions that flash, 
flash, flash with qiiicklv changini; images, and then we bring them 
to school and leach them tlio same tdd w.iv — print on pages and 
Dick and Jane," Workman says. "Get irbildren on a computer at a 
young age and they're in control!" 

Tiie students who use MlTIi (pronounced "mightv") AVISTA 
are almost all products of the television age, but (hev use the video 
screen as a tool, in the same wav an earlier generation might have 
used a notebook, editing block, or light table. On a typical dav in the 
lab, the busy staff might see dance students editing a video of a 
performance, a computer artist grabbing franies from a tape for her 
24-bit creations, commerce students investigating the use of the 
Amiga for busincKs presentations, an finglish student designing a 
literary magazine, a musician composing a sound track for a friend's 
film, and a class of animation students learning the ins and outs of 
3-D animation. 

The lab even hosts a ?>-D Cinema Animation course using 
bimgine 2,0, and taught by Stephen Menzies, whose award-winning 
animations are well-known to the Amiga community. 

"That's one of the things that makes this lab unique," Work- 
man declares. "We're open and interdisciplinary. The engineering 
student who's into music is as welcome as the fine arts student. 1 
don't want to come in here and just .see a wall of text and word 
processing. Then I would feel 1 had realh' 
failed." 

The students who use her lab pro\'e 
that failure has not been one of Workman's 
problems. 

George Lienx, for example, is a 29-year- 
old Interrelated Arts student u-ho recently 
won an international award for his 
computer painting, "Under Water Land." 
The competition was sponsored by NHK, a 
large Japanese television network, and was 
open to artists working in any medium. 
Liem, \vho created his painting with the 
Video Toaster and its paint software, Tmsfcr 
P(i/)if, was one of only three students from 
North .<\merica chosen to travel to Japan to 
show and discuss his work. 

It's also striking that the only other 
computer art in the exhibition was created 
on IRIS work stations. IRIS is a high-end 



computer dedicated to graphics, and sells for manv times the price 
of the accelerated A2(XK) and Video Toaster that Liem used. 

Liem often starts his compositions with a scan — of origami 
paper, for instance" — or a frame grabbed from \-ideo. He then 
modifies the original image with a series of brushes, spending days 
to create 24-bit paintings and 3-D renderings that involve subtle and 
complex layerings of texture and color. 

"The nice thing about Toaster Paint is that it's a ver.- painterly 
program," Liem says. "You can define the bru.shes as opaque, solid, 
or transparent, and that frcH-'dom in handling light and color is like 
conventional niaterials. Tlie only difference between mv con\'en- 
tional work and my Amiga work is that on the computer I'm 
painting with light." 

Another aspect of computer art that pleases Liem is that it 
involves no waiting. "The art is there," he says. "You don't have to 
wait for the paint to dry to see what it's going to look like." 

George Liem and se\eral other students work for the lab as 
well as at the lab, giving workshops and sharing their knowledge 
i\-ith any newcomers \vho stare apprchen5i\'ely at the glowing 
technical mysteries surrounding them. Lab Director Helen Work- 
man says the "boggle factor" is high for first-time users. 

Danielle Comeau, a graduate student in Communications, has 
been working at the lab for almost three years while pursuing her 



The MITE AVISTA lab is not limited to art 

and graphics students. The Amigos are 

(jsed for a variety of different projects. 
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own interests ns ii video produttr nnti designer at interactive 
teaching materials. * 

Comeau's most fascinating projecl is a unique, interactive 
presentation designed \o teach street kids ahoiit the dangers of 
AIDS. Its graphically direct approach fills screens with scanned and 
frame-grabbed images of needles and contltims. Using the mouse to 
control a presentation produced with CanDo authoring software, the 
viewer navigates through the screens while listening to the 
accompanying music, and is instructed in the proper use of 
condoms and the necessity of cleaning shared needles with bleach 
and water. 

Comeau has already received a grant tor SI 1,L)00 from 
Concordia to assemble her pilot, and she hopes to interest the Center 
for Disease Control in Atlanta in her project. 

"In the end," she savs, "we'd like to put the program out on an 
interactive CD with a touch screen and place it in \'ideo arcades all 
over North America. I've tried to make use of the really superb 
interactive multimedia capabilities of the Amiga, using sound, 
animation, and visuals to create an interesting educational tool. 
Interacti\'e media are great in this respect because they activeh' 
engage the viewer in a way that videos don't. For street kids, the 
onlv thing that works better than this is peer counseling." 

Comeau feels that her independent video productions, which 
have appeared at film and video festivals across North America, 
owe at least some of their success to the facilities available to her at 
Concordia's Amiga lab. "We've used scanned images as transitions 
after modifying them in DchiXL' Paiiii, and we also rely on Brmtiicitst 
Tiller, Ektt Pel former , and the looped and multi-track soimds \ve get 
from AiidioMnstfr HI. 

"For us, the Amiga is probably the best computer for bringing 
together visuals, sound and \-ideo. I can't see myself being able to 
afford to do this on any other platform. Some people might consider 
the work 1 do sort of 'marginal' because of its subject but, for people 
like me, the Amiga lab makes fairly advanced tools incredibly 
accessible." 

Helen Workman's first assistant, Stefan Buchholz, was a 
Computer Science student who look his multimedia e.xperience 
from the uni\'ersit\' into the business world. The production skills he 
learned from his fellow fine arts and communications students 
helped him land a job as a programmer-analyst for a company that 
gives legal advice to medical personnel. 

"When I started working here," Bucchol/ reports, "we used to 
prepare our documents by cutting and pasting, spending $20 to 
have a slide made, then waiting a day to gel it Ixick." At Buccholz's 
suggestion, his companj' spent $45,t)0t) on video production 
equipment, and bought an Amiga 301X)T and a film recorder. The 
other computers in the company are linked to the Amiga, which is 
used for desktop publishing. Bucchol/ has written ARexx scripts 
that let him import files from Hmvarci Graphics into Arl Department 
Professional, save them as 16-color IFf- files, convert them to 3-D 
objects with Pixel 3D, and output to tape U'ith Lii^lilwavc and the 
Video Toaster. The result, according to Huchholz, is "a great 
business presentation chart in 3-D \Mdeo." 

And, viMth the A3000 and film recorder, slides now cost .50e 
and "come back" right away. 

Stefan Buchhok's successful experience illustrates one of Helen 
Workman's notions about multimedia and the future of our ser\'ice- 
oriented economy. "This kind of technology is burgeoning, it's 
spreading in all directions at once," she says, "But there's nobody 



training peitple to step into the enormous job market that the 
technology will produce. The people who come through this lab 
aren't going to be unemployed. They're going to go out there, 
they're going to take this technology and shape their environment, 
and their place in that environment." 

The Amiga lab's involvement with art, business and science 
contradicts the "ivory tower" stereotype of university life. The 
constant stream of visitors to the lab includes entrepeneurs 
interested in multimedia productions to promote their ideas and 
product.s, as well as professional artists and videomakers. Recently, 
Canada's renowned National Film Board invested in Amigas after a 
demonstration of its animation capabilities in the lab. 

This productive combination of technology, imagination, and 
educational innovation make Workman's lab a wonderful place to 
shoiv off the ,'\miga's potential. Workman appreciates the generos- 
ity that hardware and software producers ha\'e shown to her lab, 
and she respects them by rigidly enforcing copyright regulations. 
The user interface that opens on the monitor screens at MITE 
AVISTA makes it very difficult for anyone to copy software from 
the hard disks at any of the work stations, and it's not unusual to see 
Workman make a quick tour of the computer room to see what 
e\'en'onc is up to. 

E.xcitement over (he possibilities and challenges that the 
technology offers is the order of the day at MITE AVISTA. Students 
and staff appreciatively surround screens or study the monitor wM 
to glimpse each other's work. New software and cards arrive for 
beta testing. Faculty and students work into, and sometimes 
through, the night. On learning that some computers in her building 
were named "Zeus" and "Apollo," Workman decided that "here, 
we're going to have the creative, nurturing mothers," and promptly 
named each of her machines after a goddess. Workman says she has 
even been playfully accused of "running a cyberpunk nursery." 

Lab "graduate" Stefan Buchholz may ha\'e provided the best 
description ol all though. "MITH AVISTA is unique because it's 
open to absolutely everyone," he says. "And as a result, it has 
attracted the best and most creative students I've ever met." 

•AC- 



For more Information on the MITE AVISTA lab, write: 

Helen Workman, Director 

Multimedia Interactive Technology Environment 

Audio-Visual In-Service Teaching Area 

Concordia University 

Montreal, Ontario, Canada 

H3G IMS 



P/rtiSf Write to: 

Terence Bi/nics 

c/o Amazing Computing 

P.O. Box 2140 

itttt River. MA 0272Z-214U 
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protluct: A-MuxII 
re: black or while 
border 
source: FMail 



In EMail this month, Chris 
Brenner made some further 
abservntions in regards to the 
letter written by Jonos Creene in 
"BugBytes,"v7.12. 
He writes, "I too hnvc had 
problems with version 2.51 of 
the A-Maxll software. As Mister 
Green states in his letter, 
sometimes the border is black 
and sometimes it is white. [ have 
noticed that this problem occurs 
only on Amigas with the 512K 
Agnus. It seems that A-MaxII is 
sensitive to the way memory is 
fragmented and will not install 
the border-blanking routine in 
certain cases. As I have not 
consulted with the author of A- 
MaxII on this subject, I'm not 
certain whether or not this action 
is intentional. 

"I have just received 
version 2.53 of the A-Maxll 
software from ReadySoft. I liave 
not yet tried it on the 1000 to test 
if the problem with the border 
blanking is still present. If Mr. 
Green mailed in his registration 
card, he should be receiving an 
upgrade from KeadySoft 
shortlv." 

product: Hurricane Accelera- 
tor 

re : inability to boot 
source: EMall 

Kob Knop also left EMail 
this month regarding earlier 
"Bug Byte" references to the 
Hurricane Accelerator board. He 
writes, "The system I use now is 
an A2l)00 with the ICD AdSCSl 
2000 hard disk controller 
(version 1.92 ROM, an older 
one), a 52MB Quantum hard 
drive, two internal lloppies, 1MB 
of chip RAM with the ECS 
Agnus and the Hurricane 28 
MHz '030/'882 Card with 4MB 
of 32-bit RAM. 

"I do have Hurricane 
rLinning with the 2.1 Setl'atch; it 
has problems, but the problems 



are the same as the ones 1 had 
with 2.04. Once I put the 
Hurricane board in, 1 couldn't 
get the computer to boot at all. 
Eventually, I figured out that I 
could not boot with the 
Microbotics 8-up board and the 
hard drive card in. As long as I 
had the hard disk card set to 
auto-mount the hard drive, the 
computer would not boot. 
Therefore, 1 can boot only from 
floppy. What I did was to 
make a copy of the Workbench 
2.1 floppy and replace that 
startup sequence ivith the 
foUowing: 

sya : HurricaneConf ig -a 

sys: AddHeiD32 >nil : 

C:SetPatch QUIET 

c:CPU BUKET CACHE FASTROK 

c:Mount DHi! 

{Host people's DHO: and DRl; 

cjHount DHj : 

c:Def Disk Ariel : 

c:cd Bys : 

crmrn >NIL: <KIL: execute 

S: Startup-secfuence 

crendclt >HIL: 

"I'm not really sure why 
that first Run line is there, or 
even if I need it, but since 
changing this means several 
reboots of trial and error, [ just 
leave it. 

"Next 1 run 
HiirricaneConfig. You will 
notice that 1 don't have -r, 
meaning 1 am letting 
HiirricaneConfig install 
KickStart ROM in 32-bit RAM. 
Now, this being an old board, 
it only does it to 256K of 
KickStart ROM. 1 will later use 
the 2. 1 command "CPU" to 
install all 512K of ROM in 32- 
bit i^AM, meaning that this 
first 256K is wasted. I am not 
happy about this, but with 
major experimentation I found 
that this was the ouhi way I 
could get everything running 
and have both the instruction 
and data caches on the '030 
enabled, 

"I then add the 32-bit 
memory. After that, I run 
SetPatch. I found that if I try to 
run SetPatch before 
HurricaneConfig and 
AddMem32 the computer 
crashes before it finishes 
booting. 




The latest in tips, 
workarounds and upgrades 



Steiner 



"Next is CPU. Here I enable 
both caches, most likely 
redundant at this point, set burst 
mode, and copy all 512K of ROM 
to 32-bit RAM. Finally 1 mount 
the two hard drive partitions. I 
have the ICD entries in my 
Mountlist on the boot floppy. 
Although booting from a floppy 
might seem to be a pain, it's not 
so bad. Since 32-bit RAM isn't 
a\'ailable to the system until after 
AddMem32, it is better for me to 
mount my hard disk partitions 
here because whatever buffers 
are needed are allocated from 32- 
bit memory rather than CHIP 
RAM. 

"Then 1 use the command I 
acquired from the original owner 
of Hurricane, "DefDisk," which 
changes the default disk (which 
starts out as the disk you boot 
from) to my main hard dri\e 
partition. That's what "Ariel" is; 
my computer's name is Miranda 
and the two hard disk partitions 
are named Ariel and Caliban. 
Tliis also takes care of setting the 
preferences settings that 1 have 
on my hard drive." 

"The ne,\t cd sys: now sets 
the directory to the new default 
device Ariel:. Finally, I run the 
standard 2.1 startup-sequence 
from the S: drawer on my hard 
drive. Tlie only change I made to 
the standard 2. 1 Startup- 
sequence was to comment out 
the SetPatch line, SetPatch 
having already been run on my 
boot floppy. 

"Finally, I get rid of the CLI, 
since my user-startup opens up 
another one tailored to the 



overscan screen that I use. 
Thanks to the fact that most of 
the OS is in ROM, it doesn't take 
much longer than booting from 
the hard drive ever did before I 
had the '030 card." 

product: AT Bridgeboard 
re: workarounds 
source: EMail 

Also in EMail, I received a 
letter from Mark Odell in regard 
to Paul Tibbals' problem with his 
AT BridgeBoard and PC-side 
Ethernet card mentioned in "Bug 
Bytes, " V7.12. Mark is an Amiga 
service technician with a lot of 
valuable information regarding 
Amiga accessories. He writes, 
"Mr. Tibbals didn't specify what 
brand of Ethernet card he has, 
but it is quite probable that the 
particular brand of Ethernet card 
he is using is not compatible 
with the A2286. The first thing 1 
would suggest is that he should 
try an "EthorLink 16" card made 
by 3Com, being used very 
successfully with the A2286 on 
an A2000. The files that are 
necessary to make that card 
work are named 3C507.EXE, 
IPX.COM, and NETX.COM. 

"Mr. Tibbals should make 
sure he gets the 16-bit AT-bus 
card, because according to our 
customer the 8-bit version of the 
card does not work. Both AT 
slots on his A2000 motherboard 
will then be occupied, so if he 
needs two more AT slots, he will 
have to have extension connec- 
tors added to the motherboard. 

"If the above doesn't solve 
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his problem, tlion 1 vvuiiki 
sugge-sl thai since his previous 
Arcnet card worked with no 
trouble, he should tr}' several 
different brands of Ethernet card 
in succession to find one that is 
compatible with his AT 
BridgeBoard. To facilitate such 
trials, he should also cultivate o 
relationship with an understand- 
ing FC-cloiic dealer in his area, 
from whom he can order several 
brands of card, and to whom he 
can return cards that don't work. 
The PC dealer might even be 
able to suggest other things to 
try." 

Mr. Odell continues, 
"Incidentally, problems with 
card incompatibility are not 
Hmited to the various 
BridgeBoards: "real" PCs have 
these problems too! Mr. Tibbals 
might also have his local Amiga 
dealer: 1} separate the two 
sections of the AT Bridgehoard, 
and clean the female IDC 
connectors; 2) carefully renun'e 
each of the five big square chips 
one at a time, clean them and 
their sockets, then re-insert them; 
3) put the two sections back 
together and trv it in the 
system, and if this doesn't work, 
try a new AT BridgeBoard." 

product: Bernoulli cartridge 
re: troubleshooting lockup 
source: EMaii 

Regarding a lockup fix for 
the Bernoulli cartridge, Mr. 
Odell writes, "If I had Mr. 
Kwan's system here on my 
workbench, here is how I would 
begin to troubleshoot it; 

"I would find out by calling 
Iomega's tech support number 
[801-778-1000], whether or not 
the model(s) of Bernoulli Bo,'^ he 
has is a true SCSI device. Some 
of the early Bernoulli Box models 
were 5ASI devices (Shugart 
Associates Systems Interface, a 
command set that predates the 
SCSI standards), and that kind 
definitely wiU lock up a SCSI 
bus. At the same time, I would 
want to know the most-recent 
revision of the dri\'c's controller 
ROM, and obtain that if it's 
required and feasible. The latest 



models of Bernoulli Box might 
require a proprietary SCSI 
controller, so it's possible that 
the model he has also requires 
such a controller. Iomega tech 
support shouki be asked about 
this as well. 

"I would (then) check the 
revision number of the A3000 
motherboard. This can be found 
silk-screened on the board at the 
front of the machine if you 
remove the sub-assembh' 
containing the power supply, 
floppy dri\'e, and hard drive. If it 
is 7.2 or higher, it is most likely 
good. If it is lower than 7.2, there 
may be a problem with the SCSI 
bus itself. Mere are some 
problems I have heard of with 
early A3000 PCBs. 

"1) Revisions previous to 7 
had SCSI-bus- terminating 
resistor packs soldered directly 
onto the motherboard, rather 
than being socketed as on later 
revisions. There can be poten- 
tially a problem with either too 
many bus terminations, or 
terminations in the wrong place 
on the bus if other SCSI devices 
are added. The onlv cure, short 
of a motherboard upgrade, is 
careful experimentation with 
placement of resistor packs. 

"2) Some early revisions 
had diode D800, which provides 
termination power to pin 25 of 
the external SCSI connector, 
forwards according to the 
silk-screen but backwards 
electrically, preventing any 
voltage from passing through to 
pin 25. 

"Mr. Kvvan might be then 
looking at a motherboard swap." 

Next, Mr. Odeil continues, 
"I would check the term_inations: 
where are they physically 
connected on the bus? Some- 
times terminations can look like 
the)' 're OK and be wrong for 
that particular SCSI bus. The 
usual rule is that the last external 
device on the bus gets termi- 
nated, but there can be excep- 
tions to that rule in the real 
world. Controlled experimenta- 
tion is called for here. 

"i would (then) verify the 
SCSI IDs. Ordinarily, the boot 
hard drive on an A3000 should 



be set to 6, and all other devices 
should be set in descending 
order from there {5, 4, 3, etc.). 
There are a very-few rare cases 
in which Hie boot hard dri\e 
should be set to 0, then all other 
devices in ascending order, but 
that's a last resort. Again, 
controlled experimentation is 
called for. 1 would also make 
sure that the two Iomega dri\'cs 
really are set to different SCSI 
IDs. 

"The next thing 1 ivould do 
is check termination power to 
pin 25 of the external SCSI 
connector. Tliis can be checked 
by measuring pin 25 for +5VDC. 
If this termination power is not 
present, and an external 50-pin 
termination plug is used or if his 
Iomega drive is jumpered so as 
to tap termination power from 
the SCSI bus rather than the 
drive's power connector, 
intermittent or consistent SCSI- 
bus errors can occur. 

"1 would disconnect (if 
possible) one of the two Iomega 
drives and see if 1 could get the 
system to boot up with just one 
attached. Then I would try 
bypassing the existing cabling to 
the Iomega drive with a known- 
good external SCSI cable directly 
to the 50-pin IDC connector, 
because it could be a cabling 
problem, and because there are 
external cables that arc too long 
and/or have excessive internal 
distributed capacitance, and so 
don't ivork with the Amiga's 
external SCSI port. 

"I would try the Iomega 
drive, witli the same known- 
good cable attached, on a 
different make of SCSI host 
adapter, for example, CVP, just 
to see if the drive will permit a 
different Amiga to boot up 
successfully, then run a utility 
such as SYSINFO 3.01 (Fish 760) 
or SCSLLISTER to see if the 
drive appears on the SCSI bus. 

"After that, I would check 
the A3000 ROMs (UlSl & UIKO); 
tiiey should be at least -02, There 
could also be a flaky SUPER 
DMAC chip, ^vhich he would 
have to have his dealer order 
and install for him. 



"If Mr. Kivan has tried and 
exhausted all the foregoing 
steps, at that point we would 
have to see the system in our 
shop to determine the next to tr\'. 
It's very difficult to troubleshoot 
Amigas (and SCSI buses) on 
remote, because there are so 
many \'ariables and unknowns, 
so we always insist on seeing the 
system for ourselves. 

"After that, Mr. K\van 
should check the version of the 
controller ROM on the RODIME 
80 Meg. Try the RODIME 80MB 
on an A200U u'ith an A20y 1 SCSI 
host adapter; see his local dealer 
for that. Try the GEMSTONE 
tape drive on an A20G0 with an 
A2091 SCSI host adaptor, to the 
extent of running a utility such 
as SYSINFO 3.01 (Fish 760) or 
SCSLl.lSTER, to find out who 
was the original manufacturer. 
Then call the manufacturer and 
ask if the ROM it has in it is 
generic or special, if it supports 
Reselect (Disconnect/ 
Reconnect), and also get a spec 
sheet showing the jumper 
functions. 

"Check to see i f some kind 
of utility was provided with the 
GEMSTONE tape drive to turn 
off its Reselect flag. If not, try 
Ami-Back in Synchronous mode 
at his local dealer." 

Many thanks to Mr. Odell 
for taking the time to write such 
thorough and descriptive 
suggestioEis. The information on 
SCSI troubles is really useful for 
e\'eryone who has e\'er had a 
problem with any SCSI device. 
Mr. Odell's comments should 
help man)' people who have run 
into p>roblems with multiple 
SCSI devices on the Amiga SCSI 
ports. 

Write to: 

John Steiner 

c/o Amazing Computing 

Box 2140 

Fall Ri\'er, MA 02722 

or leave EMail to 

John Steiner on Portal 

73075,1735 on CompuSer\'e 

Internet mail can be sent to 

John_Steiner@cup.portal.com 

FAX John Steiner at (701)280- 

0764 
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Finally! True Cinematic Quality Morphing For The Amiga®! 




ASDG is not the first to advertise 
"cinematic quality morphing" for the 
Commodore Amiga"*, Having seen 
the other products, there's obviously 
more than one way to define that 
term. 

To us, "cinematic quality morphing" 
means these things: 

• Morphing must be fast. 

In a production environment, time is 
money ASDG's MorphPlus" is the 

fastest morphing product available 
for the Commodore Amiga'. 
MorphPlus" powers through 
complicated full overscan morphs 3 
to 1 1 times faster than the other 
products. 



What's 



me 
Plus? 




• Morphing must be easy. 

Experts in the field praise the 
intuitive design of the MorphPlus" 
user interface which lets them create 
sophisticated full motion morphs in 
minutes instead of weeks. 

•Morphing must be high quality 

(so that it truly cs^n be used for 
cinematic or professional video 
applications). MorphPlus" is already 
in use in Hollywood productions, 
replacing high end systems. 



This is what we mean by "cinematic 
quality morphing." 

If these are the criteria you would 
use, then MorphPlus" is the choice 
you should make. 

See it at your local dealer! 



A SJl G 




925 Stewart Street Madison, Wl 5371 3 
608/273-6585 
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And 
More! 



The following names are trademiirked by the indicaleci companies: MoiptiPius: ASDG Incorporated, Amiga; Commalore Amiga Inc. 

Circle 102 on Reader Service card. 
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By Henrik Martensson 



Imagine 2.0 has built a reputation as one of the best 3-D graphics programs 
available on any computer. The reputation is well deserved, not only because it packs 
a lot of powerful features, but also because it is easy to use Some of Imagine's 
features may, however, require a bit of effort on part of the user before they feel as 
friendly as the rest of the program. In particular, it may be difficult to come to grips 
with the Forms editor. 

Slicing the Salami 

Imagine is a modular program, consisting of several specialized editors. The 
Forms editor assists in the task of creating the basic shape of an object. It deals only 
with basic shapes. Geometric details and attributes must be added later in the Detail 

editor. Working with the Forms editor, you start by 
creating one of two basic shapes, either a sphere or a 
cylinder. In Imagine terminology, you work with a 
"Former View" or a "Spacer View." The shapes are 
divided in a number of slices. Working with a cylinder 
M.ClTtenSSOn P^^ some restrictions on what we can do, because 

cylinder slices are always plane. Tliey do not bend like 
the slices of a sphere. For a first project, this limitation 
is a boon, as fewer things can go wrong and mistakes 
are easier to correct. You can think of the slices as 
somewhat stiff slices of a salami. By manipulating the 
shape of a slice, you can easily change the shape of the 
whole cylinder. 
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Key Slices 

The next important concept used by the Forms editiir is that of 
l<ey slices. When an object is first created, it has one kev slice. If the 
shape of the key slice is changed, the shape of all the other slices in 
the object will change too. If another slice is designated as a key 
slice, things will become more inlerosling. If you give the key slices 
different shapes. Imagine will interpolate the shapes of the slices 
between them to create a smooth transformation from one shape to 
the other. If it doesn't make your head ache to much, vou can think 
of it as morphing over a spatial dimension instead of over time. 
Again, it is easier to work with a cylinder shape, the "Spacer View," 
because all the sUces, initially at least, have the same 
size. 



was made into a key slice to keep the rest of the cylinder in its 
original shape while we work on the shoulders. I'his helps us avoid 
confusion. 

Nou' make sure you are working with slice #15. In the Right 
window, start moving points so that you widen the slice to the right 
and left, and flatten the top and bottom. Since we chose to ha\'L> 
symmetrv round the Y-axis when we created the cylinder, the right 
and left sides will automatically be kept symmetrical. 

When vou have pushed slice #15 into a rough shoulder-shape, 
use the -fKey button to designate slices #13 and #12 as key slices. 
Nou' use the Select button to select slice #14. This slice is going to be 



Forging a Head 

Let us try to create an interesting shape. A human 
head would be a challenge to create with most 3-D 
programs, but vs'ith the Forms editor, it's not \-erj' 
difficult. We will sacrifice a bit of artistic freedom and 
realism in favor of ease of use, and work with the 
"Spacer View." Start Imagine and enter the Forms 
editor. Select New from the Object menu. When the 
requester appears, change # of Points (o 20 and # of 
Slices to 15. Select One Spacer View, because \ve are 
going to work with a cylinder. You should also click 
on Seal Right End; otherwise, there will be a hole in 
the top of our head. We want to use Y-2 Cross Section. 
This means the slices will be seen from above the head. 
Since we want to make the left and right sides of the 
head symmetrical, we also click on the V-Axis gadget 
under Cross Section Symmetry (Fixed). No\v click on 
OK. 

The Front v\'indow will show us a horizontal 
dotted line. Each do! represents the position of a slice 
in the cylinder. Think of it as a salami lying on its side. 
The Right window shows us a slice of the salami, as it 
would he seen if it were on a platter. This particular 
slice happens to be our only key slice, represented by 
the rightmost dot in the front view. The Top \'iew is 
empty, it's not used in the "Spacer View," and the 
Perspective window shovvs our cylinder in all its 3-D 
glory. Select Solid or Shaded from the Displa)' menu to 
get rid of the hidden lines in the Perspective window. 
Use the sliders to turn the cylinder around and check 
that the right end is closed and the left is open. 

We will begin by creating two more key frames. 
Click on tlie ■^Key button at the bottom of the screen. 
In the front window, the rightmost dot will nou- be 
clearly marked as a key slice. You can create another 
key slice by clicking on a dot in the Front window. 
Click on the dot to the right of the leftmost one. The 
bar on lop of the screen should now say: "Forms 
editor; Edit. Cross Section #14." Click on the +Key 
button again and select the leftmost dot this time. The 
bar on top of the screen will tell you that you are now- 
working with cross section #15. We are now going to 
shape this slice into the shoulders of the head. Slice #14 
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Cross Section Synnetry (Fixed) 
None Z axis =^ Y Bxis Both Fixes 
Ok Cancel 





From top to bottom: The Form Editor's New Object requester. The Forms 
Editor. The slices used to create a head form. 
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Three of these 
things will help 
you get the most 
out of your 
Amiga... - 
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♦ Comeau Computing" 
C++ Reviewed 

♦ ARcxx System Log 

♦ Programming the^ 
In AsseiuM^ 
I' art' 
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in Work!>ench 2.0 
♦ Using tht Audio Device 
- ♦>Iake Your Own 
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The other will just keep 
you spinning in circles. 



Amcizhig Computing provides its readers with in-clepth reviews and tutorials, 
informative columns. Vi-orklwide Amiga trade show co\-erage. programming tips 

and hardware projects. 



AC'S TECH is the only disk-based Amiga technical magazine available! It features 
hardware projects, software tutorials, super programming projects, and complete 

source code and listings on disk. 



AC'S GUIDE is recognized as the world's best aLithority on Amiga [products 
and services. Amiga dealers swear by this volume as their bible for Amiga informa- 
tion. With complete listings of eveiy sofh\'are product, hardware product, service, 
vendor, and even user groups, AC's GUIDE is the one source for everything in the 

Amiga market. 



For a better sense of Amiga 
direction^ call 

1-800-345-3360 



We won't 
leave you 
hanging... 



Our customer 

service 

representitivL'S 

arc the most 

efficient in the 

business. Call us 

with your 

subscription and ordering 

questions and \vc will give 

you prompt, courteous seiA'ice, 

We are here to help you with 

your Aniaziii;^ Conijnitiiig and 

AC'S 77;'C// subscription. So 

wether it's a renewal, change 

of address, or you are ordering 

back issues, we are here \.o 

seive you and 

provide you 

immediate 

access to the 

most 

comprehensive 

family of 

Amiga 

magazines 

a\'ailable. 



For subscription and ordering 
information, call 

I-8OO-345-336O 

and speak with one of our 

friendly customer service 

representitives today! 




Ilu" b.isc nf HiL- iiL'ck. riill the doK in the slice closer together. M.ike .1 
smnll circle. It doesn't h.no to be perfect; this is just n first project, 
rememtier. Keep an eye on the Perspective window os the neck tnkes 
shape- When you are sntisfieci with slice #14, select slice i<13, then 
click the Copy button .md the dot representing slice #14 in the I'ront 
window. This makes slice (rl3 a copv of slice #14. Since slice #13 is 
the lop of the neck, you may wish to change It jusl a little, to 
accentuate the tltroat. Select slice #12 .ind shape it into the chin and 
the liase of the skull. 

By this time you should have got the basic idea. Sometimes, as 
you work your way up, particularly when you reach the slice just 
lu'low the tip of the nose, you will have to change the distance 
between two slices. It's easy; just drag the dot representing the slice 
to the right or left in the Front window. 

If you have to, vou can add or delete slices with the Add and 
Delete buttons. The same buttons can also be used to add or delete 
points in a slice. Beware, though, that these buttons add anti delete 
points in all slices simultaneously. If you delete a control point in 
one slice, vou will lose a point in all the other slices too. 

Finishing Touches 

When you are satisfied with your basic head shape, save it, 
twice, under different names. After you have put the finishing 
touches ori your object in the Detail editor, you won't be able to re- 
import it into the Forms editor, so it's important to keep a copy you 
never touch in any other editor. I suggest vou use the suffixes .form 
and .obj to differentiate between the two objects, 

S\vitch to the detail editor. If vou want vour head to look 
human, the easiest way is to borrow the attributes from the 
15eetho\en head you got with your Imagine. Load Beethoven.new, 
select the face only ,and save the attributes as HumanSkin.attribute. 
Delete Beelho\'en, load the .obj head and give it the attributes from 
HumanSkin.attribute. Eyes, ears and mouth are not to difficult to 
make in the detail editor. Making hair is easy; just copy the head, 
then remove the lace and neck from the copy so that vou get a close 
fitting skull cap. Hxirude it a little bit, change its attributes, put it in 
position on the head, and group the two objects together. Presto, 
you have created a head with hair. (If you are feeling lazy, vou 
could steal Beethoven's mouth and hair.) 

Once you have the basic shape, you can create many different 
kinds of heads, and with a bit of extra work, the bodies to go with 
them. 
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DO YOUR SHOPPING, THEN CALL US! 



AMIGA 




A4000 Computer 


CALL 


A1200 Computer 


CALL 


A600 Computer 
A 600 W/B5MB HD 


CALL 


CALL 


A590 20MB HD System $239.00 1 


A570 CD-ROM 


$415.00 


CDTV 


$574.00 


1084S Monitor 


$279.00 


A23S6SXNOW25Whz 




Bridge board 


$499.00 


A2320 Ricker Fixer 


$149.95 


A2232 Multi-Serial card $249.00'! 


A520 Video Adapter 


$27.95 1 


1 CBM CHIPS 1 



Kickstart 2.1 Upgrade Kit 86.00 

KJckstartl.3 26.00 

1MB Agnus (8372A) 42.95 

2MB Agnus (B372B) 79.95 

Super Danise (8373) 33.00 

Paula (8364) 18.95 

CIA (8S20) 9.95 

Gary (5719) 13.95 

2620/2630 Eprom Kit (or 

CBM Accolarator 35.00 



CBM A2024 Hl-Res 
Monochrome Monitor 

- 1008 X aOO Resolution 
•14' Paper White Display 

- Supports ALL Amiga Models 

- Supports ALL Display Modes 

- Supports NTSC and PAL 

- Perfect tor Programmers & 

Desktop Publishing 

- Originally $895.00 

NOW $199.00 



IVIEMORY CHIPS 



IVS 1MB SIMMS 29.96 

1x8-80ns SIMMS 32.00 

1x8-70ns SIMMS 34,00 

1x8-60ns SIMMS 38,00 

4x8-80ns SIMMS 109,00 

4x8-70ns SIMMS 124,00 

4x8-60ns SIMMS 129.00 
1x4-e0ns Static Col. ZIP Call 

1x4-e0ns Page ZIP Call 

1x4.80ns Page DIP Call 

1x1 -100ns DIP Call 

256X4-80ns DIP Call 

A4000 SIMMS Call 



Maxtor 213MB 

15nns LPS 

64K Cache 

$399 



US Robotics Modems 

1 6.8K Courier HST with (ax 595.00 

1 6.8K Courier HST Dual w/ lax 925.00 
Courier v.32bis 449.00 





TiV'^ 




A500-HD8+0MB/120 


589.00 


A3000-lmpact Vision 24 


1675.00 


A500-HD8+0MB/245 


Call 


A2000-IV24 Adapter 


39.00 


A530-HD8+1/120 


995.00 


VIU-CT 


499.00 


A530-HD8+1/245 


Call 


Tahiti-ll 1GB {35ms) 


3300.00 


A500-PC286/512 


119.00 


Tahiti-ll 1GB Cartridge 


299.00 


A2000-HC8+0MB 


165.00 


Syquest44MB Removable 


275.00 


A2000 Series ll-22Mhz/1MB 


549.00 


44MB Cartridge 


65.00 


A2000 Series ll-33Mhz/4MB 


750.00 


Syquest 88MB Removable 


385.00 


G -Force 030/25Mhz/1MB 


595.00 


88MB Cartridge 


1 1 9.00 


G -Force 030/40Mhz/4MB 


839.00 


Impact XC Ext. case 


250.00 


G-Force 030/50Mhz/4MB 


1299.00 


FaaastROM 2000 Kit 


35.00 


G-Force 040/28Mhz/2MB 


975.00 


FaaastROM 500 Kit 


45.00 


G-Force 040/33Mhz/4MB 


1649.00 


Cinemorph Software 


109.00 


SIMM32/1MB/60ns 


59.95 


PhonepakVFX 


399.00 


SIMM32/4MB/60ns 


195.95 


DSS8 Sound Sampler 


79.00 


1MB SIMMS-G Force A3000 


Call 


I/O Extender 


195.00 


G-Lock Genlock 


399.00 


Image F/X 


239.00 



ASK ABOUT OUR ACCELERATOR, HARD DRI)/E Am MEMORY UPmOESI 



LASER PRINTER MEMORY 



HP II, IID, IIP, IIIJIID, IIP 
AND ALL PLUS SERIES 

Board with 2MB 87.60 

Board with 4MB 14S.96 

Deskjet 2&6K Upgrade 69.96 

2 Boards (for 500 Series) 1 30.00 



ACCESORIES/MISC. 



DKB MChIp board 

with 2MB Agnus 269.00 

Multi-Start 2 Rev 6A 53.00 

Kick Back ROM 

Switcher 35.00 

88030 SOMhz CPU 1 99.00 

68882 50MhZ Math Co 139.00 

Safnskln Protectors Call 



HARD DRIVES 



Quantum - Conner 

Seagate - Fujitsu 

Western Digital 

At unbelievable prices! 
Call for prices! 



1 SREOIAL 1 


|A2630 Accelerators 

1 68030/68882 25Mhz 
I 4MB 32bit RAM 

1 Newest Eproms $529 


AMIGA 2000 

BRAND NEW 


1 $699.00 1 




MllslDSCAPe 

POWERPLAYERS 

JOY3TICK 




A2091 Controller 

$65.00 

Maxtor 71 20S 

120MB SCSI 

$315.00 

Both A2091 & 7120S 

$359.00 

Add 2MB RAM to 2091 

$80.00 




CSA ROCKET LAUNCHER 


Doubles *GVP*25MH2& 
Commodore 2630 
Accelerators to 50 MMz! 

$499.00 
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THIRD GENERATION 68030 
PROCESSOR ACCELERATOR 



BY >MrER*CT.Ve VIDEO 9¥3TB<S FOR THE AMIGA 2000 



THTIDia.OCKCDATlSllHZ -W«BO 1 (BS.EXPtNDABLI 
tOtZIBHAUWiaiCOKTHOUDI. FCATURC3 PROPtCX. )m 
tH>RE.. NETWDDIHa, DAUISCII UI1B1.E IN IIOOO yODE. 



$S99 



CSA 



DERRINGER - Running at 25Mhz w/ MMU 4MB 32bit RAM Exp. 

to 32MB, w/ 68881 $499 68882 add S75/68882-50Mhzadd$150 

8MB version add $199. 




18 Wellington Drive 

Newark, DE. 19702 

(800) 578-7617 ORDERS ONLY 

(302) 836-4138 Info 10AM-6PM 

(302) 836-8829 Fax 24 HOURS 

Viia/Maatcr Card Ai'ccplcd. Prices And Spccificalionft Arc Subject To Change Without Notice 
15% RejtDcking Fee On All Noo-Etefectivc Returned Mcrchandiic. Call For Approval RMA# 
Before Rctuniing Merchandise. Shipping And Handling For Chipi It %A COD Fee $5 PcTiooal 
Chccki Require 10 Days To Clear. CalH-or Aclual Shipping Prices On Alt Other Ilcaii. IfYou 
Dim't Sec U Hen, CaU Us! 
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Instructional 
Programs 



in 



AmigaVision 



bif William Murphy 

When Commodore International ad\'ertises the Amiga to the 

educational computing market, Aiui^aVisioii is highlighted as a key 
feature. Indeed authoring programs have significant potential for 
amateur programmers who require ad lioc applications which do 
not have commercial equivalents. Such programs can be devel- 
oped by educators themselves in the manner that HyperCard 
stacks have been developed and distributed around acadcmia. 
These "stacks" pertain to specific lessons or subjects in virtually 
any specialty- Thus the potential is there for educators and others 
to circulate their program ideas and to tailor instructional pro- 
grams to their individual curricula. They can even put their more 
adept students to work on program details. In my case, I used my 
talented son to resolve programming problems and my daughter 
to do the artwork. 



.•\miga Vision sen'es this need because of its 
cipiibililv for inlt'srating a number of essential 
iiudimisuiil apeiMlicins with slraightfonvard 
programniini;. When these fe.ilurcs are combined 
uilh its looping, database, aixd external control 
capabilities, we hove the ability to design full- 
featured instructional pr«(;rams. 

In preparation for an adult education confer- 
ence, 1 designed txvo educational programs using 
.AmigaVision. Unfortunately, all of the attendees 
were wedded to MS-DOS or Macintosh systems and 
the reception was negative. Of course, their major 
complaint was the lack of funding to support the 
high prices of appropriate equipment using those 
environments. Commodore may ne\'er be able to 
"educate" the educators to the value of the Amiga, 
but we can certainly put together worthwhile 
collections of AmigaVision applications for the 
benefit of those limited feu- u-ho are aw-are of what 
the .^Xmiga offers. 

Anyone who has worked through e\en the 
simplest sort of pre-school educational program can 
sense the structure of presenting a problem or item, 
asking the child for a response, providing options to 
help if the child cannot respond, and providing 
praise for correct ansv\'ers and encouragement for 
wrong answers. Also, scores can be kept and 
incremented for an overall "grade." 

The items — questions, correct and incorrect 
answers, hints, and points awarded — should be 
entered as fields in an AmigaVision database. Tlien 
additional content can be incorporated by merely 
adding more records. If this loop which runs 
through each item is established as a subroutine, the 
program can be extended bv adding additional call 
icons. If AmigaVision is unable to incorporate a 
desired action, the execute icon can call outside 
programs to carry out the operation and then return 
control to AmigaVision. 

Tlxe features offered bv AmigaVision are best 
supported bv a development s\'stem comprised of 
supporting software and system features. 
Dflii.xfPiiiul, a basic compiler, a DBase-compatible 
database program (lor database changes), an audio- 
digitizer, and appropriate public domain software 
will contribute significantly to an .AmigaVision 
application. 

The first application follows the example of 
O.v/bnf'.s I'kturc Diclioiinni, which is widelv used in 
second-language instruction. It involves thematic 
pictures with numbered objects. The numbers refer 
the student to a vocabulary listed below. Thus a dog 
is indicated bv a number and the number in the list 
below indicates the appropriate word. In this 
program the pictures are displayed on the screen 
(Figure It. 



36 



AmazIiVG CoMinrriNG 



When the student clicks on an object, the English and German 
ivords are displayed a( the top, <ind the German word is spokL'n. 
The pictures were drawn in a DeluxePaint HI interlaced, extra half- 
brite screen. Hit boxes were traced around each object using the 
object editor polygon feature. The hit boxes are activated under the 
mouse wait icon and the select button registers an index number. 
The number is equated with the key field for a database of vocabu- 
lary words. A subroutine is called to display the words and 
pronounce the German and English words. Then control is returned 
to the mouse wait for another selection by means of a hit box. 
After the object is selected, a database record is retrieved 
according to the index number of the hit box. The record includes 
the German word, the English word, and the German and English 
phonemes, which will be sent to the narrator de\-ice. AmigaVision 
docs not allow direct access to the 
narrator device and the translator 
library is not accurate for non-English 
pronunciation. This necessitates saving 
the phoneme to the RAM disk and then 
using the speak handler by executing 
the AmigaDOS Type command. Ttien 
this temporary file is erased (Figure 2). 

One of the nice features of 
AmigaVision is that it easily incorpo- 
rates the products of other programs. 
The Amiga system has a standard 
graphics/music formal known as IFF 
(Interchange File Format), One can 
prepare a pichjre, as was done in 
DeluxePaint for the program above, 
and then use that picture in 
AmigaVision. One can also create 
musical scores as well as digitized 
sound files which AmigaVision will 
load as needed. If one is neither 
musically nor artistically inclined, there 

is a number of public domain and 

commercially a\'ailable collections of 

clip art, music, or fonts which can be 

perused for what might be useful. 
A second program further 

illustrates the advantages of placing 

instructional content into a database 

format and utilizing outside programs. 

This program sets up a sequence of 

math problems forGED instruction. 

AmigaVision includes the creation and 

editing of databases in DBase- 
compatible format. For instructional 

purposes, one may create a database of 

test items or problems and then display 

each record in sequence. Each record 

would ha\'e the following ficld.s: 



problem statement and question, five answer choices, the designator 

of the choice which is correct, a hint for finding the answer, and 
section subject kcvs to sort and select problems (Figure 3). 

Placing the problems in a database permits easy modification 
and updating because the program does not have lo be modified. 
The number correct is calculated and a score is provided at the end. 
Of course there arc any number of commercial programs which 
operate in similar fashion. The advantage with an AmigaVision 
application is that the content can be tailored to a specific curricu- 
lum by alknving the teacher to select the questions and answers, 

As an aid to the student, 1 wanted to include the screen 
calculator so that the arithmetic could be done on the screen. This 
could be done by executing the AmigafXJS calculator command. 
However, this calculator requires Workbench and automatically 




Right; Figures 1 & 2. 
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^^ Subroutine 

^s Select Uord 

j Read the diction 

f. \ Output phonetics to t 

/ \ Output English to file 

J Run narrator. device 

Run English phonetics 



Delete file 
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Left: Figures 3 & 4. 



QUESNO> ; 

miESTI O^fl payroll clerk Huitipiics each person's base pay by B.92 to find 

Q u E S T I OHsTinMipanc^iweiiMo^nlorke^^ 

QUESTION*; " 
flNSMERI 




GEDMath by Bill and Matt Murphy 



234,72 



Scor£ 



1 



teFl: 



rrr 



A payrol clerk multiplies each person's base pay by 0,02 to find 

the amoioit of the insuisnce payraent. What is k amount of tlie 

insurance payment for a worker wbosebasepay if J23472? 

m I M 1 W 



UB 



lit; I iMuldply 1 234,72 by ,02, From 4 decimal places, round off to 2 places 



puts the Workbench screen over th.it of the application, thus 
confusing the user. Upon searching tiirough the Fred Fish catalog, I 
discovered a public domain shareivare program on disk no. 497, 
which brings up a calculator on the front-most screen. The program 
author was David Cer\'one. When the student hits <F1>, the 
calculator pops up in the application (see Figure 4). The program 
and its handler must be available to the system. 

These routines are tied together by loops within if-then-else 
branches. The endless loop is preferred because it repents until a 
quit option is selected by the student. Quit is specified as n hit box 
at the top of the screen. Its selection sends a response to an if-then 
branch that ends the program. Otherwise control passes to an if- 
then-olsc branch which determines if a correct or incorrect response 
hns been selected. A correct response triggers a digitized sample 
stating "that is correct" and adds one to the score. The incorrect 
response triggers the "that is incorrect." These samples were 
provided by Commodore on a separate disk offering called Amiga 
Clips: Sound Effects. A hit box labeled "hint" triggers an if-then- 
else branch, which displays the appropriate solution to the problem. 



A number of improvements to these 
programs is possible. 1 have considered 
doing Spanish and French vocabulary and 
have blank fields in the database for those 
languages. Because AmigaVisioii does not 
allow modifications to a database, I copied 
the file to an IBM disk and made the changes 
in FaxBiiw. 

I have also en\-isioned a program for 
teaching trigonometric concepts. This 
would use an Amiga BASIC program 
published in AmignEASlC biside and Out by 
Hannes Rgheimer and Christian Spanik, 
Abacus, IW-). Their program constructed 
pie chart slices based on data items. The 
appropriate routines could be adapted to 
instruction on sines and cosines and then 
compiled under 1-liSoft Basic (DM1 Limited). 
The executable file would then be accessible 
through the Execute icon. Thus we could 
adapt a multitude of basic programs for use 
in AmigaVision. 

These two examples are ver}' limited 
with respect to the latest technology. The 
limitations of memory and storage in a 
]MB/t\\'o-noppv-drive system do not allow 
for digiti/^ed pronunciation or involved 
graphics. Disk access speed is so slow as to 
discourage the user. It is desirable to have 
available a number of i^onts, sound samples, 
clip art, etc, to insert into a program. 
Moreover, the greatest potential lies in 
applications which require systems with 
CD-ROM and hard drives. AmigaVision 
can ho used to develop videotape and 
videodisc applications. Instead of drawing a 
scene, one can tape and digitize the scene. A 
series of scenes can be composed into an 
animated sequence. E\'en more significant is 
the ability of AmigaVision to access specified tracks on a videodisc. 
These scenes can be displayed on the same monitor as the program 
and called according to a "hit box" in the selection window. 

Nevertheless, applications such as these place AmigaVision at 
the leading edge of teclmology but at a price considerably less than 
alternati\>e systems. For those of us who remember working in Tl- 
BASIC and Applesoft BASIC, the possibilities are truly inspiring. 
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William Murphy 

c/o Amazing Computi}ig 
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Fall River, MA 02722-2UO 
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Building Your Business Image 



by Dan Weiss 



Last month \vc explored the idea that the Amiga can be a 
powerful tool to meet a business's needs for various kinds of 
stationery. As a good first example we created a business card, and 
discussed what information is important when developing business 
stationery. In this article we will look at tivo more important pieces 
of business stationery, the commercial invoice and the Fax cover 
sheet. Again in this article all examples are done using PageStrcam, 
but other programs will work just as well. 

To recap the last article, let me repeat the information that 
should be part of any document that leaves your business. 

Name of the business 

Address 

Phone number 

Fax number 

Hours 

Logo 

Busir>ess statement 

Person responsible for the document 



□ I * Invoice 
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This may seem a bit much for a simple invoice or fax, but it's 
not. There are probably many times you've gone through old papers 
only to find an invoice that has no indication of whom it was from. 
Or you have a fax, but have no idea of its origin. Remember all 
business correspondence serves the dual tasks of its main function 
and reminding the recipient of your business. 

Project: Commercial Invoice 

The in\'oice is one of the most powerful pieces of business 
stationer)' because it brings monev to \'our company. The idea of an 
in\'oice is simple. It tells the customer v\'hal services were rendered 
or product purchased and for how much. The invoice is also a good 
way to double check that everything that was requested was done 
or received, or to let a customer know of special situations such as 
out-of-stock items. 

How you lay out your in\'oice depends largely on what your 
company does- If you .sell from a specific list of products, like an 
auto repair shop, then you will use a invoice much like what we will 
design. If you tend to handle items that are often backordered or out 
of .stock, you may want to add columns to the invoice to show this. 
Creative companies, like video production houses, may deal less 
with .specific items and more with package deals. In this case you 

mav want to remove the 
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quantity and unit price 
columns. But in ail cases, the 
contact, shipping, and price 
information are the same, 

Basic layout 

First create a standard 
letter-size page (8.5"xn"). This 
may be a larger size invoice 
than you are used to, but it 
works well with most computer 
printers. Turn on grids (ie. 
Show Grids) and set the option 
to Snap to Grids. The grids 
should be set at .125" (l/8th of 
an inch) in each direction. It is 
always a good idea to use grids 
to give your projects a much 
more professional look. 
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Design your documents to be fashionable 

& functional 



Next use the rounded rectiinglc or rectangle tool to crente the 
box at the top of the invoice. This box will hold vour compiiny 
Informntion ns uoll .is the customer informotion. Since this invoice is 
designed to be printed on virtually any printer, keep the box .3" 
from the edges. This allows for the fact that most printers cannot 
print on the full area of the paper. Start the box at .5" in from the top 
and the left, and stretch it to 3.3" from the top and K" from the left. 
This makes a box 3" tall and 7.5" wide. Within the box create a 
second box that is inset .125" and is 1.125" l.ill and 7.25" wide. This is 
the area that will be used to show company information that will 
not change from invoice to invoice. 

From the business card project last month, we copy the 
company logo. The space is a good m.itch so all we have to do is 
place it on the left side of the box. For the business information 
create a text column that starts at 3.5" from the loft edge of the page, 
and .75" from the top of the page, and extends to 7.75" from the left 
and 1.5" from the top. This box will lie used to hold company 
information that does not change from invoice to in\'oice. The 
following should be entered in the text box as approximately 15- 
point tvpe: 



Company address 
Phone number 
Fax number 
Hours 
Business statement 



the right location if you are close enough. This box will be used to 
hold company information that doe.s change from invoice to invoice, 
and customer information. Inside the box, along the top edge we 
need to place the following tags; 

Invoice #: 

Date: 

Terms: 

Contact: 

For simplicity, make each tag a separate text object using 12- 
point type. Space the tags out evenly, making sure to leave space for 
the contact name after the "Contact:" fag. On the next line, using the 
grid as a guide, place tags ftir "Billed To:" and "Shipped To:". Place 
"Billed To" near the left edge and "Shipped To:" in about the middle 
horizontally. 

Now that the header is done, next comes the body. Draw a box 
with the rountted rectangle tool from .5" from the left and 3.75" from 
the top lo 8" from the left and 10.5" from the bottom. This builds the 
frame of the body of the invoice. Next draw a rounded rectangle 
from the top left corner of the body rectangle, the same ividth as the 
bod\- rectangle and .373" (3/8ths of an inch) down from the top of 
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It works well if you place the 
address on one line, both phone 
numbers on another, and 
business statement and hours 
on separate lines. 

Now create a second box 
within the top box. Like the box 
that holds company informa- 
tion, this box should be inset 
.125", but from the bottom left 
comer, not the top left. From 
the bottom corner draw a box 
1.5" tall and 7.23" wide. With 
the grid this is simple matter as 
the drawing tool will snap to 
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the ri'fl.iiij;''^- Tli'^ ■'» "'"' ni'ii'i b'lr oi tin.' Jn\oicc'. Duplicate it 17 
times u'itli no tiorizontal offset and 375" vertical offset. All the bars 
should nMth- fit inside the bodv rectangle. To create the columns of 
the invoice, draw a rounded rectangle from the top left corner of the 
bodv rounded rcx-tangle, one-inch wide ond down to the bottom of 
the 14th bar. Starting at (he right edge of the first column, draw a 
second column rectangle that is just as tall, and 4.75" wide. Next 
create another one-inch column to the right ot the second column, 
that is the same height. Finally in the last inch of the body box, 
create a column that is one-inch wide and the ftill height of the body 
rectangle. 

Using the text tiHil, Label the first column "Quantity" in 12- 
point type. The second column should be labeled "Description." 
The third column is "Unit Price," and the fourth is "Total." By now 
you may be wondering why only the Total column runs the full 
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To add the gray bar.s, select the 2nd, 4th, filh, «th, lOth, and 
12th rows and set their fill style to black WA>. This will give you a 
light gray that most type can be seen with. Be sure to then send the 
rows to back of the document so that the columns will be visible. 

Using the Invoice 

Now that you ha\'e createci the ini-oice, how do you use it? The 
first and simplest way is to print one really nice copy, and photo- 
copy a stack of them. This can be very effective and may be all you 
need. A one-step improvement on this is to make pseudo three-part 
forms. Print one invoice, then make copies on white, yellow, and 
pink paper. With dot matrix printers, you can purchase ready-made 
multi-part paper. 

The next step is using the computer to do more of the work. By 
using page number commands and date insertion you can get the 

computer to print you a fresh 
invoice as you need it already 
dated and numbered. 

Finally you can use your 
desktop publishing program to 
completely create your Invoices. 
To do this, copy the entire 
invoice that you have just laid 
out to the Master Page. This 
means that the invoice form 
will show up on e\XTy page 
without actually being part of 
the page's layout. When you go 
to a new page, create columns 
and text items as needed over 
the invoice form. Using the 
grid, you will find it ver\' easy 
to keep everything lined up. 
This method has the added 
benefit that you can review all 
invoices in one program. 
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height of the body. This is .so because the last four lines are used for 
added costs and totals. Select the last row of the bodv, being careful 
not to select the bodv itself, and slide its left side so that it lines up 
with the left side of the "Unit Price" column. Again, this is really 
easy to do if \xiu ha\e the Snap to Grid feature turned on. Now 
change the width of the next three lines in the same way. In the first 
of the shrunken rows, place the tag "Sub-total" in 12-point type. In 
the following rows place the tags "Shipping," "Tax," and "Total." 
Align all the lags so that their right edge is against the left edge of 
the "Total" column. In the gap that is created at the bottom of the 
bod\' vou can place messages that remain constant or change from 
time to time. In the example we simply put "Tliank you for your 
business" in the same style as the company logo. 

Last hut not least, let's add some gra\' bars to make the in\oice 
easier to read. Colored bars can make many documents easier to 
read by providing a guide for the eye to follow horizontally. But 
when printing with low-resolution printers, the dots that make up 
the gray may obscure the text. If you are using a 9-pin dot-matrix 
printer or a printer set on a low-print resolution, you probably will 
not \vant to add gray bars. 



Project: Fax Cover Sheet 

llie other project u-e will 
do is not as complex; it is a fax cover sheet. More and more in 
today's busine.ss world facsiniile or fax has become a primary 
method of communications. You can send almost anything via 
facsimile. The down side to faxing is that your fax usually goes into 
a bin and may well lie mixed in with someone else's fax unless you 
distinguish it. The best ivay to mark ytiur fax is a good cover sheet. 
A cover shcvt will help to identify your transmission and can be 
used to convey information pertinent to the transmission. 

8ig and Bold 

The most important thing to remember about a fax is that it 
degrades the quality of the document you are sending. If your 
source document uses small type and is hard to read before you 
send it, it will be unreadable at the other end. Every thing should be 
big and heavy, so that fax won't "lose" it. Also, since faxes some- 
times go through the machine al odd angles it is best to avoid the 
extreme edges of the document. 
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Creating the Fax Cover Page 

111 .idditKsn ta iIk- inform.ition that wo have been putlinj^ iin 
business cards and invoices we need tt> allow space for: 

Recipient 

Recipient's conip.inv 

Recipient's phiine and faN number 

Date and time of fax 

NLimber of pages 

If the recipient is in a large company, it is often wise to indicate 
what department the person is in. 

Creating a Fox Form 

Start with an 8.5" x 11 " document. Tliis project can also be done 
with an 8.5" x 14" document 
(legal size). The advantage to a 
legal size document is that if all 
you are sending is a one-page 
note, you can fit more on a legal 
page. Sending one page as 
opposed to two can be a big 
savings since many places 
charge sleep fees for each page 
sent or received. 

First show the grid and set 
it for .25". Next copy the logo 
from the in\oice. Proportionall\- 
paste the log at the top of the 
page by clicking and dragging 
the paste cursor while holding 
the shift key. Size the logo so 
that il covers the top of the page 
leaving .5" on the left, right and 
top. Next copy the column of 
text from the invoice that 
contains the company address 
and phone numbers. Size the 
column so that it is as wide as 

the document with .5" on the left and right. Place it below the logo 
and make it approximately 1.5" tall. Select the text and set il to 24- 
poinl bold type. The bold type helps the text come through the 
faxing cleanly. 

Next create a line of text 711 points in size that reads "Tax Cover 
Sheet." Place this under the address text and center it. Now create a 
block of text at 15 points that has the following tags separated by 
hvo blank lines; 



To: 



These lines should be triple-spaced as well. Place the first block 
under the 'TAX Cover Sheet" line and along the left side of the 
document, .5" from the edge. Place the second block at the same 
height with the right side of the lines at 7.5" from the left edge. 

Finally, type the line, "Please call if not all pages transmitted or 
recei\ed correctly," and place it under the two blocks of text. At this 
point all of the text is on the page. If you want, yon can add lines 
with the line tool at ever)- .5" to create an area for memos. In the case 
of the legal size page, you actiialK' have quite a bit of space for 
notes. 

Doing Business 

With these tv\o documents we have again shown that the 
Amiga is an excellent tool for meeting the needs of a business. In the 
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future we will look at other applications of Amiga desktop 
publishing for business. If you have any questions, or have found 
ways that the Amiga meets your publishing needs, let us know. 
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At: 

Phone #: . 
Fax #: 



Dan Wt'/ss is Vkc Pres\den\ of Research ami 

Development for Saft-Logik Piiblisliing 

Corporation. 
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Titles'J 



Creating treridv titles on an Amiga is so tMsy fli.it it can ensiSy 
be done by a novice on a lin\--mein<ir\', unenhanced machine using 
only Di'hiXL' Pniiil . 

A certain stvie of video titling became popular a few \'ears ago. 
The first show to use it on a regular basis was the "Trac}' Ullman 
Show." The show's name and all the credits looked as if they had 
been hand drawn rather haphazardly \vith a crayon, with little 
regard to consistency or boundaries. This eye-catching, !o«'-tech 
look went on to become commonplace on both network and kical 
television. Always on the lookout for ne^v weapons to put into my 
video graphics arsenal, 1 realized that this stymie would lend itself 
particularly well to the Amiga. Upon enperimenling, 1 found that 
not only can the Amiga reproduce this kind of effect extremely well, 
it can do it using any Amiga that can run Delu.w Taint HI or IV. 

The Goal 

By now, everyone who watches television has seen this type of 
titling. Brightly colored text jumps jarringly over the screen, selling 
e\er\thing from tennis shoes to hamburgers. This type of od is 
normally aimed at the youth market, but is just as effective when 
stressing a message to anyone, regardless of age. 

The effect is achieved through a combination of freehand 
drawing and animation, Even if you have never drawn a recogniz- 
able object in your life, if you can write your name legibly with a 
cravon three times in a row vou should be able to accomplish this 
project. 

The First Step: Setting up your Screen 

Tine first thing vou need to do is to start up Deluxe Paint, 
version III or IV will work fine. If vou are short on niemor\', choose 
a standard sized interlace screen with either four or eight colors. I 
knoiv that you normally want to ha\'e a hi-res overscan screen when 
doing titles, but you will see that In this case it is not necessarily the 
best way to go. 

Once your screen comes up, it is time to adjust your palette. 
For the purposes of this tutorial, adjust the first color register, color 
zero, to a neutral light grey. For the remaining color register of the 
palette, give yourself a spread of bright, gaudv colors. 

Be sure to stay within the legal boimdries of video when 
adjusting your colors. The easiest way to assure this is to set no 
slider to greater than 75"n of its maximum. 
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Step Two: Adding your Text 

Before we start with the actual animation and graphics, we 
need to set up a guide to use as a reference. ChiHise the text you 
want to use and write it on the screen using the doited freehand 
tool. This will not be seen on the final product and is only used to 
keep the "jumpincss" within reason. (Figure 1) 

When you are satisfied with placement and spacing of your 
text, you will want to create the frames for animation. By having the 
text on the screen when you set the number of frames, \'0U auto- 
matically copy that screen to all the newly created frames, as does 
the "add frames" function. You will need a minimum of three 
frames for the effect to work properh-, but four works best. 

Step Three: Brushing Up 

^ on h.liould now have the same crudely scrawled text on four 
identical frames. To achieve the look we want for the letters, we will 
use a single-pixel brush and the airbrush tool. What \ve will do is 
"spraypaint" over the original text. (Figine 2) 

It will probabh- be necessary (o adjust the "nozzle" of the 
airbrush lo give us the amount of spray area we desire. This is done 
bv clicking on the airbrush box with the right mouse bLitton. .-X 
circular area around the mouse appears that represents the effective 
spray area, and can be made larger or smaller by holding dou-n the 
right mouse button and moving (he mouse. 

When you have successfully airbrushed over all the text on the 
first frame, repeal the procedure on the following frames. You can 
advance the frames one at a time by hitting the "2" key. If you want 
io check the previous screen you can back up by hitting the "I" key. 
If you sprayed l^■hcrc you should not have, you can click on the 
"undo" box, but 1 find it more convenient to simply hit the "u" key 
on the keyboard. I recommend that you use a small amount of text 
lo begin with because this can gel rather tedious. 

Step Four: Let'er Flyl 

Once you ha\'e airbrushed over all the text of all the frames, 
vou can see your finished results by running the animation. Hitting 
the "4" kev will run the frames in a continuous loop and the "6" key 
will cause it to ping-pong; you can judge which is more appropriate 
for you. You can adjust the speed of the animation while it is 
running with the right and left arrows. The left arrow slows down 
the animation while the right arrtnv makes it run faster. 1 have 
found that useful speeds can be an\'where from three to 10 frames 
per second, depending on the graphics and the desired effect. 

After seeing it run, you will probably see points that go a little 
too far and will need some adjusting. The "wildness" of the 
animation depends on how much consistenc\' there is from frame to 
frame. 

But Wait, Ttiere's More! 

Now that you ha\x< a grasp on the basic concept of the 
technique, which is really quite simple, let's expand on it. If vou are 
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relatively new to DPainl, foHtnv iilong with some of these more 
advanced techniques; yau don't have to understand them to use 
them. 

To do really serious damage in DPaint, you need to use 
animbrushes. Because you are operating on a lo-rcs, non-overscan 
screen with a reduced number of colors, you will be able to pick up 
a much larger animbrush than usual. Go to the first frame of the 
animation and note or add something unique to that frame so you 
will be able to identify il easily. Now pick up the whole thing as an 
animbrush. Let's start with a clean slate. Clear all the frames of your 
animation. It will work best if you keep the same number of 
animation frames as frames of your animbrush (four). 

Spastic Shadows 

Of course, you simply cannot have titles without drop 
shadows. Select a dark color from the palette and acti\-ate the 
"color" mode by hitting the "F2" key. This temporarily turns your 
animbrush into a darker color of the original. Making sure that your 
animbrush is on the first of the four images, stamp it down slightly 
lower and to the side of where it should be. 

The next step is to place it properly on the preceding frames. 
The best way to do this is with the move command. A capital "M" 
brings down the move requester. It is not necessary to add any 
coordinates, but do make sure that the frame coimt is the same as 
the actual number of frames. Mit draw to place the shadow in 
exactly the right place on each frame. 

Once the shadows are drawn, hit "Fl" to return the original 
color of the brush. Be sure that the current image of the animbrush is 
the one that corresponds to the existing shadow. Place the 
animbrush slightly higher and to the side of previously placed 
shadow, and stamp it down. Repeat the process with the move 
requester; you should only need to hit "draw," but it does not hurt 
to check things with the preview function. 

Your titles should now have a fairly realistic looking drop 
shadow associated i\"ith them that follows every jerky movement. 
This gives your animation an apparent depth. Tlie angle and the 
distance of the shadow from the titles gi\'e \'isual cues as to the 



position of the apparent light source, and also its distance from the 
background. (Figure 3) 

To get a "Late Night Movies" type look, pick up the animated 
titles and their shadows as an animbrush. Now create a background 
animation that consist of squares moving from one side of the screen 
to the other. The number of frames of the animation should be some 
multiple of the number oi frames of the animbrush (16, 40, 60, etc.) 
The reason to use squares is that they do not care what resolution 
you are in; they arc always square. When you have the background 
of the objects moving across the screen, you can place your 
animated brush o\'er them, complete with its oivn drop shadow. 

More and More Possibilities 

As ;vith any new technique, it does lake some practice and 
experience. Fortunately it has a verj' mild learning cur\'e, and you 
will soon find out what works and what does not. Bv now you are 
likely to have some ideas of vour own. Changing colors for each 
word or letter is a nice effect. Color cycling can also be used to make 
a simple four-frame animation seem much more complex. It can also 
be used in conjunction with more traditional type, such as having 
the name of a special event at the top of the screen cycling and 
jumping while below its dates and location are presented in more 
legible fonts. 

1 have found this to be a valuable addition to my bag of tricks. 
Not only is it possible to reproduce a style currently in vogue with 
the media, I can do it quickly with \'ery little memory. A four-frame, 
lo-res, four-color animation makes for a very small file that is 
quickly loaded and sa\'ed. It just goes to show \'ou, vou do not need 
a monster machine to do quality video; you just need an Amiga. 

•AC" 



Please Writf to: 

Pulrih Beck 

c/o Amazing Cciitfuithig 

P.O. Box 2140 

Fall River, MA 02722-2140 



March 1993 



45 



%\ibbing the Lamp 

Si ^utoriaLs on J^^DS^-PEC 'Programming 's J^laddin-4'D 



dy %. Shamms !\(onier 



Tliis is the first in a series of tutorials that will gently guide you through a most magical 
Amiga 4-D package, ADSPEC Programming's Ahniiim-4D. I will focus upon the tools in Aladdin 
that are qualitatively different from its competitors, and spend less time on such matters as 
sculpting simple 3-D objects that have tools most Amiga 3-D users are familiar with. 

Procedural Textures 

We're going to begin with a dedicated look at Aladdin-4D's Procodtirn! Textures option. 
"Procedural Textures" are also sometimes called "Algorithmic Textures," as they are created 
mathematically within the software. This means that they take up little space on a disk as 
compared to Bit.Mapped Textures. Since an algorithm is a mathematical formula that has input 
variables; changing the variables alters the look of the result. Aladdin-4D has 25 basic algo- 
rithms for creating basic Procedural Textures — with more on the way on newsletter disks and in 
upgrades — and from this small number an infinite variety of forms can bo produced. Since 
colors can also be altered in these textures, and either subtly blended or sharply defined, the 
number of possibilities increases further. Oh, yes, and color palettes can also change o\'er time! 
Textures of any kind in Aladdin-4D can also be written to a surface with color and/or strength 




« 





■^ 



46 Amazi.\g Computing 



How can you afford to be 
without RflWCQPV ? 



^ Protect your investment., 
back up your software.^ 




The New 
RawCopy... 







Soeasya 
diSdctmdoHi 




ImImib clMrts! 



i 



RawCopy^'^ can back up the most sophisticated protections ever designed. 



Micro Systems International is the industr)^ leader specializing in backup utilities. 
We are worldwide leaders in prc)\iding assistance, and baclcing t)iir products witli total support. 

For more information, contact Micro Systems International at: 



Sales: 1-800-944-3410 

Technical Support: 1-313-457-5545 







VISA 



Micro S/stems International 

1143 Monroe Street ' Coriefon, Ml 4 8 1 1 7 



AMIGA^" is o registered trademark of Commodore Amiga, Inc. ■ Micro Systems International is a subsidiary of Neurowave Enterprises, Inc. 

Circle 114 on Reader Service card. 



set at from 0% to 100% o\-er time, so that they can fade in and /or out 
on a surface (Color /Strength sliders in Figure 4). 

In order for a surface to take on a Procedural Texture as a 
bumpmap, it must be Phonj; shaded. Aladdin-4D alkiws you to 
shade with Goraud value/color and Phong. Phong is what we've 
coine to expect in an Amiga 3-D visual most of the time, as it gives us 
maximized smoothing of polygonal surfaces. Aladdin-4D also allows 
you to toggle "adjacents" on or off. You'll want to keep this assign- 
ment on for curved surfaces, but off for planar and rectangular 
objects, as it blends the shading across edges. Goraud shading and 
effects are something we'll leave to another tutorial for the moment. 

To work with Aladdin-4D in assigning textures and attributes to 




objects, you have to understand the v^^ay it xvorks \'ia "lists." Lists 
allow you to save, load, and delete whole parameters of effects. Let's 
walk through a simple list assignment as it applies to targeting 
Procedural Textures. Obviously, you'll have to either create or import 
a target object first. Once this is done, the object is "selected" by 
clicking on it with the left mouse button. By holding down the shift 
key, you can target as many objects as you have on screen, and apply 
the same texture to all. Note, however, that if the texture is applied as 
a "projection," it will be larger then if applied singly to each object. 
The first list brought up is the "TXList" (#1 in Figure 4). This is 
accessed by selecting Polygon/Textures from the upper menu bar. 
"TXList" is where you add, clone, delete, and clean up basic texture 
lists. Cloning is nice because it allows you to add clones of a list for 
other objects that can later be manipulated differently when 
animated, a good tool to add variety io parts of natural elements like 
water and clouds. 



Selecting "Control" then brings up the TXList Control menu 
(#2 in Figure 4). Here you can input a specific name for your list and 
load and/or save lists. This is also where you tell the animation if 
you want it to be Cyclic — repeating from the first frame to the last — 
or periodic — repeating by going from first to last and back again, or 
"ping-pong." You also set the number of times you want it to cycle 
or periodically animate. Selecting "Member Control" brings up the 
actual Te.vture Control menu (#3 in Figure 4). 

Texture Control Menu 

This is u'here the heart of the interactive creative action lies. At 
the top of this requester (as in Figure 4) are sliders that allow you to 

target specific animation frames 
for the effect. Below that are 
birttons for X/Y flipping of the 
texture. Type (Cyclic or 
Periodic), Antialiasing, and 
Filtering. The Color/Strength 
sliders are next, with separate 
input areas for entry and exit 
values. Next are the controls for 
the way that the texture is to be 
written to the object. They 
include Type (Normal, 
Reflection, GenLockOn, Bump, 
Opacity, Hardness, and 
Illumination), Map (Projection, 
Cylinder Map, Spherical Map, 
and Free Angle), and Axis (X, Y, 
Z). For all of the examples 
shown in our figures, a Normal 
Projection on the Y-axis was 
used. Another tutorial will 
demonstrate the \'isual results 
of using other combinations. 
Below this are the controls for 
bringing up the path requesters and selecting Procedural and/or 
Bitmap textures, and the "Proc Color" menu (#4 in Figure 4). To the 
right is a series of input areas that allow you to change various 
parameters for each Procedural (and also for BitMap) texture. The.se 
vary in amount acciirding to the chosen texture. The Procedural 
Texture "Heli\," for instance, has Burst, Twist, anci Distance 
parameters, while "Polygonal Tiles" has many more — Width, 
Height, Number of Sides, Range Scale, Clamp, Frame, Color, Blend 
Distance, Even and Odd Offset. Only by playing with these settings 
and rendering the results can you achiei'e a more intuitive knowl- 
edge concerning expected outcomes, though Figure 2 should alert 
you to some of the possibilities. 



48 



Amazing Computing 



Color Definitions 

Let's spend a moment invest! gn ting the 
Procedural "Color Definitions" area (M in 
Figure 4). At the top is an nren thai .illows 
you to input the number of colors, of which 
the maximum is eight. Each color in both the 
Entry and Exit palette can have its blend set 
with its adjacent neighbor (L&R Blend 
areas). I usually use 0.5 as this introduces a 
nice, smooth transition between colors. The 
"Bell" toggle produces "rounder" blends 
when on, and is especially noticeable in 
bumpmaps. "Tuck," when on, prevents 
blending of the first palelte color with the 
last one. The Entrj'/Exit palettes allow you 
to alter the palette o\'er time, and is best 
used periodically so that there are no 
sudden color shifts in the animation. The 
spacing bars allow you to adjust the amount 
of separate colors in the palette, even 
allowing for blank spaces — as long as the 
"Compensate" control below is toggled 
off — where the Procedural will not map but 
allo\v the texhjre or surface underneath to 
show through — a useful feature for 
animating moving bands of color clouds 
over a planet! The Start/End sliders also 
affect the spacing of the colors. Below this 
are all of the palette controls for each color 
Amiga artist/animators have become 
familiar with in all Amiga paint packages. 

Conclusions 

Procedural textures camiot be used to 

solve all of your texture needs. There are 
times when a quality bitmap is called for, as 
might be the case when you need a realistic 
stone or wood surface or a detailed label. 
Metallic looks, hoi\'ever, can be easily 
simulated with Procedurals, as can striated 
marble finishes. Any surface that requires a 
pattern— tablecloths, bricks, tiles, as well as unique looks — can be 
simulated with Procedurals. Unlike other Amiga packages, Aladdin- 
4D offers you an infinite amount of these textural possibilities in the 
software. Purchase of a separate product is not necessary. ADSPEC 
also offers many textures and other niceties in its quarterly newslet- 
ter, and new Procedurals may be introduced this way as well. The 
other thing to remember about Aladdin-4D is that you are not limited 
to one texture on an object. The same surface can ha\e a bumpmap. 




Procedural, and bitmap textures, as many as is needed to create your 
Amiga 3-D dream world. 

The next tutorial in this series will center upon the Aladdin-4D 
Attribute list and how to use it. 

•AC- 
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Plmimaiion is the long awaited newborn daughter ot Martin 
Hash's line of animation products, and her lineage is apparent. From 
AnimatkvKApprcntki' through Animation: jmirnnman, her features re- 
main discernible. Playmation is the grandaughter become princess. 
This is the same modular program as was the Animalioir.loumeyinan 
series, but there is an upgrade in the quality and speed, starting with 
the manual. The previous manuals were slipshod affairs at best, with 
too little tutorial information encased in an unreadable tvpe style. This 
manual is very clear and concise, and is printed in nice, readable typo 
and is professionally designed. Anjon Associates, the Canadian dis- 
tributor of the Pla\'mation product line, had a lot to do ivith the 
upgrading of the manual. Playmation takes a good amount of study to 
get used to, so a good manual is a necessity. 

There are fi\'c modules that arc traversed in succession in order to 
produce animations: Scupture, Character, Action, Direction, and Ren- 
der. In Sculpture, 3-D object segments are built. In Character, the 
segments are connected in a hierarchy of relationship and are possibiv 
assigned material textures. Relative skeletal motions arc designed and 
saved in the Action module. In Direction, the choreography is created 
for \'arious movemonts, and Render finalizes the process by creating 
the actual animation trame-by-frame. Each of the modules has its own 
area of specialization and dedicated tools and options. The best way to 
learn this software is to make it the only Amiga 3-D/4-D package you 
use. To do less is to assure that you won't have enough time to create 
with, much less master it. Let's walk through the modules oneat a time. 
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Sculpture 

You can v\cw the Sculpture controls and gadgets in the middle- 
third of l-igure 1 . .As you can appreciate, there are action icons here not 
familiar to the non-Hashed Amiga animator. This is so because there 
are processes here not normally found in other software, and also 
because Playmation works by means of cur\'cd surfaces and paths 
known as "splines." Playmation actually renders splines directly, very 
different from other animation packages that deal in polygonal sur- 
faces. Becau.se of this, smooth organic structures and movements can 
bo more easily created and animated. The Sculpture screen is divided 
in two. Either half is where \'our design can take shape, though the right 
side is reserved as a 3-D viewport; each half-screen can be set to any 
\iew, including rotated perspectives. At any time in the design process, 
you can apply a rough-shaded covering to the left wireframe, getting 
some idea ot the finished 3-D shape. Everything works very fast here, 
though turbo Amigas (68030s or more) are vital in using this software. 
The feeling in this module is very intuitive, and everthing works in a 
virtual reality space that is real-time mouse interactive. The splined 
objects respond masterfully to adjustments of (heir smoothly curved 
surfaces. Organic features such as hands, arms, legs, and other body 
parts are a snap to create, and the curves give them an aesthetic appeal 
missing in squarely designed polygonal surfaces. 

Character 

Vou don't really see the shape of an object here initiallv. It's 

bounded by a box set on a 3-D 
axis for reference, but if vou must 
see the shape, then a Displav/ 
Cun'ed Branch command toggles 
the chosen shape to the screen. 
Making selected elements "par- 
ents" of others is a fairly straight- 
forward process. Just choose it 
and select the "parent" icon — 
\s' h ich is des igned as a paren t and 
chilli. When parents mo\'o, all 
associated children move in rela- 
tion to them. Child elements can 
be parents of children lower in 
the hierarchy. Segments can be 
scaled, rotated, and moved anv- 
where on the screen b\' numeric 
adjustments in all XYZ directions. 




Figure ). The Playmation 
Action, Sculpture, and 
Render controls. 
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A look at Will Vinton's 3-D 
animation package 



Segments can also be ghosted, meaning they won't appear in anima- 
tions if not needed, but will still be in the character's world when and 
if called upon in otheranimations. A separate "Attributes" meniionlhe 
right side iif the screen allows you to place algorithmic and IFF textures 
on your selected element, and also to target the degree of ambient light, 
transparency, roughness, specularity, mirror effect, and refraction. The 
algorithmic effects are very interesting in that you can mimic a host of 
surface textures with little mcmor)' used up (wood, marble, clouds, 
etc.); waves and bump map5 are also supported. 

Action 

This module is for the development of mo vement archet\'pos that 
serveas the skeletons upon which hiearchal-designed 3-D elements are 
placed. You could, for instance, develop a whole series of walking- 
running motions here, and later use them to make vour character do 
any of them in succession. Like LightWave, this module uses keyframe 
settings to develop mo\'emonts over time. Like the Sculpture screen, 
the Action module has two windows. The one on the right is devoted 
to the skelton of the movement. Skeletal motions include joint mo\e- 
ments such as rotations, translations, and scaling factors. All figures in 
the same "class" can use the same skeletal motions, making the 
development of motion libraries in Playmation a high ly-rocommended 
process. A unique feature of this module is its ability to morph motions, 
to add that bit of realistic distortion to organic movements. This is done 
through two processes; muscles and spines. Muscles allow skin to 
bulgein accordance with specific 
actions. Spine motion gives ani- 
mated figures a rubber)' look — 
the manual mentions Gumby as 
an example. This module adds 
the quirky realism that organic 
objects need in order to be per- 
ceived as "real." 



your actors in motion. The view can be perspecH ve or set to any of the 
six view points {top, bottom, left, right, front, back). Like all other 
drawing in Playmation, pathsarc also splines, so creating them is based 
upon your experience in the rest ofthe package. Again, as in LightVVa\'e, 
camera position, targets, and lights play a vital role in the final "filmed" 
action. Characters are assigned to paths. Lights are more variable here 
then in other packages and consist of Sun, Buib, Spot, and Kleig with 
and vvithoul shadows. The cone of the light can also be sho\vn, which 
is very helpful. Previewing the animation marches you through each 
frame. 

Render 

Tills is the final resting place of your work so that it may render 
tcv disk. You can see the rendered frames either in a "Mini" or full- 
screen fashion. Background color, ambient light, shadou-s and reflec- 
tions, and antialiasing are added here as needed; ray-traced shadows 
and reflections can geometrically increase the time it takes to render a 
frame. A 256-color palette is chosen from the first frame of the anima- 
tion and imposed upon the rest of the frames. 

Comments 

Playmation is a complex program to master, but it has features 
that no other program offers. Since it is so complex, you will want to 
spend a good deal of time studying the manual, which features some 
welcome tutorials for the beginner. It is no secret that the Amiga is no 
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Direction 

"The world is a stage" and 
so is Playmation's Direction 
module. All of the characters and 
their motions and morphs, 
muscles and splines arc given 
direction and lighted paths in 
their world here. You can create a 
grid of any dimension and set 



Figure 2. The Character module 

controls with the algorithmic 

textures on the right. 
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Ho^v can you 
get the most out 

of your 
word processing 

package? 

Write for 
Amazing Computing! 



IF you are an avid Amiga user, pro- 
grammer, hardware specialist, entertainment 
package professional, or are just plain handy 
with a mouse and have a good grasp of the 
English language, Amazing Comnputing 
wants you! We need authors to construct 
informative, well-written articles for publica- 
tion m Amazing Computing or AC's 
TECH. We need articles on hardware 
projects, programming projects, product 
reviews, and tutorials on all Amiga subjects. 

If you have the skills v*-e are looking 
for and have always wanted to be a pub- 
lished author, contact Amazing Comptiting 
now for a free Writer's Guide. 

To get your free 

Writer's Guide, which 

includes tlie 1993 article 

deadlines and a list of topics, 

call 

1-800-345-3360 
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Animatied Scenes 
ijlfom PlayMation 



Top: Figure 3. The top view of the grid and the controls in the 
Direction module. Above: Figure 4. A coiiection of objects and 
scenes created with the Playmation software. 

longer Mr. Hash's machine of choice, ou'ing to Commodore's historic 
habit of not pushing its market fast enough in the old days. The manual 
and the sofhvarc are geared more toward the lucrative PC market, 
which is unfortunate because of the emerging A-4001} technology. I hope 
that a future version will address the A-4000 palette choices more fully. 
1 also wish it would write to DCTV, thus breaking its palette barrier. 
Maybe it will in the future. It is little wonder whv Will Vinton, a i\'orld 
class clay animator, chose this product as a bearer of his name. The 
organic motions fit his desire for fluid movement and character anima- 
tion. It is sad that there is no immediate way to port Playmation objects 
and motions io anv other .'\miga sofhvare, but tlie spline file format is 
unique so that we shouldn't expect this at any time soon. In addition to 
experimental and dedicated professional uses, I would think this pack- 
age should find use as a teaching tool in the education of young 
animators in the classroom. It is unlike any other Amiga animation 
product. 

•AC- 

Will Vinton's Playmation 

Hash Enterprises 

2800 E. Evergreen Blvd. 

Vancouver, WA 98661 

(206) 673-9427 

Inquiry # 200 

Please Write to: 

R. Slmmins Morticr 

c/o Aiimzing Computing 

P.O. Box 2140 

Fait Rivsr, MA 0Z72Z-2U0 
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Use ARexx and PostScript to Make Custom Forms for Your 

Busir^ess 



by Merrill Callatvay 



There are many limes in business v^'hen you need a form of some 
kind to keep track of things. For instance, businesses use an invoice 
whenever they sell goods orservices. Sni.i II businesses sometimes use 
ready-made invoices av.iiiable at office supply stores, but these leave 
a lot to be desired as you must fit your business to the form rather than 
\ice versa. This month wo will contiuLie to explore the powerful wa}' 
that ARe.xx may be combined with PostScript to produce and fill in any 
sort of custom form your business mav need, and you don'l need to 
know much about PostScript to do it! Our program will even save the 
data to a file for you to reference inter or export to a database program. 

String Handling 

Tlie most po;\crful and easy-to-use feature of ARexx is its string- 
handling capability. By string handling, we mean ARexx can take a 
string, a sequence of alphabetic and/or numeric (alphanumeric) 
characters, and manipulale it in a wide \ariety of useful ways. Parsing 
is the capacit)' to di\'ide up any given string in user-specified ways. 
Parsing assigns the va rious parts of theoriginal parse string to vari ables, 
called target tokens in ARexx. We use a P.-XRSE template composed of 
target tokens and other symboSs to control how to set part(s) of the 
parse string equal to the target tokens which we then use as variables — 
in ARexx, symbol tokens — in our program. 

Another powerful string-handling feature of ARexx is its abilitv' 
to make and control arravs, called stem svmbol tokens, and individual 
array elements, called compound symbol tokens. .\x\ array is likea wall 
of post office boxes, a set of boxes in ro\vs and columns containing 
elements of data in various formats. The P.O. box number corresponds 
to the term compound symbol token and the name of the post office — 
the array name — is the stem svmbol token. Notice that .ARexx no- 
menclature isa littleabstractbut, more importantly, it is unambiguous. 

What About My Business Forms? 

We will use the string handling of ARexx in a unique \va)' here. 
We used .ARexx to make a PostScript text printer before, but this time 
we will do something a bit different. We U'ill work backwards from a 
PostScript ASCII print file that we ha\'e saved from Paf,c5tKtim , or any 
program you have that can save a PtistScript print file. We will make 
our in\-oicc form in our DTP or word processor, entering "dummy" 



data, printing the file until the form looks right, and then we will save 
the print file to disk. We will divide up the print file into sections that 
contain "boiler plate" PostScript text that uill not change, and sections 
containing changeable data such as customer address and purchase 
information. We will anal)-ze the changeable sections with the inten- 
tion to get ARexx to rewrite these sections with the new data inserted. 
We will use ARexx to prompt us in a shell for the data which changes 
on the form, and ARexx will store our responses in arrays. Then when 
we arc finished, ARexx will re-compose the print file, "stuffing" the 
new data vvhere it belongs into the PostScript instructions, in between 
the "boiler plate" sections. Finally, it will copy the entire re-composed 
file to the parallel port to which our laser printer is attached. The fancy 
customized form prints out with the new data in place, and the 
program stores just the data to a text file for reference or export later. 

Finding the Data in a PostScript Print File 

PostScript is a complicated language. I don't pretend to be an 
e.xpert at programming in PostScript, but finding out where my data is 
by looking at a PostScript print file is easy. PostScript, like ARexx, is 
only ASCII text, and therefore readable, It's a cinch to find the places 
where my "dummy data" occurs inside the print file, yet I can leave the 
complex formatting to the PageStream print driver. I can leave these 
sections alone as thev don't change bet^veen printing; they are "boiler 
plate" as far as 1 am concerned. ARexx makes it easy to substitute my 
own new data in between the "boiler plate" sections. It is quite easy to 
make up custom forms in a DTP program and adapt these ARexx 
listings to fit any type of form. I'll be specific only up to a point, 
therefore, because you will not be using my exact form. It's the 
technique 1 want to get across. 

For Example: 

I needed a t\\'o-parl form for shipping The ARexx Cookbmk to 
customers with one copy for me and a copy for them. Since carbons 
don't work on a laser printer, 1 designed a portrait-oriented invoice 
with tivo identical parts 8.5" W by 5.5" H with a dotted line across the 
middle of the page. After printing, I simply cut the page in half The 
identical half-forms are designed to be folded in quarters and inserted 
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Well Connected 

Amiga Client Software 



Do you want to share files 
wilh your Amigas plus PCs 
and Macs? Share 
peripherals such as large 
storage dovices, laser 
primers and other output 
devices, laxes. and vfdeo 
equipment? EaspV 
nnarage large liles? 
Access your computer and 
liies Irom home or worl<? 
Restrict file access or 
quickly backup large files? 
Then we have the 
connection you need, 
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Amiga Client Software will 
meet your networking 
needs and allow any Amiga 
configured with a LAN card 
to work With the best 
selling, most reliable, must 
extensively supported 
network available — Novell 
NetWare-' 

Large project management 
productivity can be greatly 
enhanced— whether a 
program development 
effort. VideoToaster? 
applications, database 
management, order entry, 
extensive desk-top projects 
or any team effort requiring 
file sharing. 

Require mo nta: 
Sohware: Novell 
NetWare " Version 2.15 or 
higher, installed on network 
file server; Amiga 
WorkBench Version 1 .3 or 
higher. KickStart 1.2 or 
htghier. 




Hardware; 

Amiga computer with 
512K memory. File Server. 
LAN ARCNet. or Ethernet 
communications cards (l 
for each workstation, l for 
server), cabling and olhef 
connection hardware. 

Now Shipping! 




Oxxi inc. 

POBoiSOSM.LongBexli. 

CA 90809 USA 

(310)427-1227 F*)H310)4J7-«?I 



Circle 1&0 on Reader Service card. 

into .1 plastic stick-on "ln\oiCL' l:nc]osL'd" iioldcr with the nddrt-ss 
showing. [ didn't w.inl to wrilo (he nddress ag.iin. orKV 1 typed it into 
the shell. To insure symmetry, I completed one half of the form, 
grouped it, and then copied it to the other half of the page, aligning the 
two objects carefully. After a printout satisfied me, I printed once more 
to a print file on disk. 

Separating the Cliangeable Data 

Next, I looked at thepriiU file, a large ASCII fileof over41Kbytes, 
There were two areas in the file that contained the "variable data" such 
as name and address, the merchandise ordered, etc., one for (he top and 
one for the bottom of the file. The rest of this large file could safely be 
treated as "boiler plate" text that never changes. In order to separate 
your variable data from the permanent data, you should use a different 
font for changeable data. Ihal wa\^ PostScript will set the font and 
write the data in one block rather than mix it in with vour company 
name or other permanent text. I used Helvetica for everything except 
variable data, for which I used Courier font. That way, it looks as if the 
form has been "filled in" in the con\entional way with a typewriter. 

When i studied the print file, each block of variable data turned 
out to be one letter per line of PostScript. The ASCII character to be 
printed was surrounded by ()'s, followed by the letter "r" — PostScript 
rotate instruction. The firs! character in each bkxrk was followed by an 
integer, thenumberof the PostScript y offset. So the idea was to prompt 
the user at a shell (o input data, write the information into an array, and 
add the parentheses and the " r" and y offset as appropriate. Then i t was 
merely a question of re-composing the sections of PostScript "boiler 
plate" interspersed with the .A Rexx-generated arrays of data appended 
to a lemporary print file in RAM. When finished, the program copies 



that file to the parallel port. I added the refinement of also appending 
those da la arrays (o a text file for future reference, so I will have a record 
of invoices in the computer, too. 

Depending on what DTP or word priKessing program you use, 
and the layout of your form, your file will of course vary. The basic idea 
is the sariH', howevei" let the DTP driver do the hard work and let 
ARexx stuff the data into the right places. The listing of my ARexx 
program will serve lo give vou chunks of code to adapt for input of your 
data, error checking, control of the PostScript print files, handling 
arrays, and so cm. The entire project took only a few hours to gel a 
working drafl invoice. I added refinements over the next few days. 
Note that there is a little address database used for lrei.|uent customers, 
such as distributors. This allows you to give steatiy customers a simple 
file name for their address, and you won't have to type it in every time. 
The data is appended to the end of a database every time you print. If 
vou make a mistake, it's simple to edit this text file, lintrics in the 
databaseare separated by asterisks. Some PostScript listings ha\e been 
abbreviated because it would not bo instructional to include them hero, 
as yours will be different. The entire ARexx listing is included, how- 
ever, as the code is easy to ad apt for other uses, .A picture of the in\'oice 
with typical data is included togive you an idea of the way the finished 
invoice looks- 

Progrom Notes 

The PostScript "boiler plate" print files are numbered in increas- 
ing order. Whenever there are missing numbers, that's where an 
ARexx generated array gets written. For example, first the program 
puts INVOlCE.prl.Ol. header in the file RAM:prt. Then the address 
information array is .ippended lo RAM:prt. That would be file "(12". 
Then KAMiprt is joined in front of the next boiler plate file 
INVOICE.prt.03.boiler, followed by another ARexx-^vritten file "1)4". 
There are no "05" or "10" files because of an improvement to the code 
(see the next paragraph). The cycle begins again at 
INVC")ICH.prt.(Wi.boiler for the bottom half of the invoice. 

Note the use of an interior function lo write the address and the 
in\'oice to the upper and lower sections. The orxly thing that changes 
between the upper section of the invoice and the lower section is the y 
offset number in the PostScript print file. We simply pass this number 
as an argument to the interior functions and thus avoid coding the same 
things twice. 

There are numerous error-checking refinements to insure that the 
arithmetic is correct. There are also built-in defaults, such as hitting 
(Rtnl means that thedefaull isselectcd.Thissa\esa lotof tvpingduring 
invoice input. The various files are joined together using Ihe JOIN 
AmignDOS command, called from an ARexx ADDRESS COMMAND 
instruction. 

Note particularly^ the way that compound symbols are used to 
genera te the tex t data for the in\oice pa r t. Fi I lers of spaces are provided 
to format those data neatly the same way every time. This part is worth 
studying when you are making your own forms, because format is 
important to neatness and readability. 

There are two databases: one for addresses, and one for finished 
invoice data stored in the database- Note how the ARexx program 
checks for too many characters and too many lines in the address. 
Otherwise your add rc>ss would write outside the bounds of the address 
box on the invoice. 

I hope I've given you some ideas lo customize your business 
forms with ARexx and PostScript. 
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INVOICE.prt.Ol. header 



^!P5-Adobe-2.0 
WTitle: OnXnown 
WCreacori PageStreAffl v2.0 
\^CreationDaEe; Not Available 
WFor: Who CreaLed This Document 
WRouting: How ~o Route Document Back 
WProofHode: Substitute 
\SBouniJingBox;0 612 792 
^Wagee :Unknown 
\MtocumentFantfl : 
^MJocunentNeededFonta ; 
WDocuinentsuppliedFoutsi 
WEndConsentB 

WBeginProlog 

\ $VERl 2.2.6 12/19/91 

/AaphaltDict dup 153 dice def lead begin 



\ eome definitions k variables 

/SG /oetgray load def 
/bdet {bind def) bind def 
/xdef {exch de£) bind def 
/djnatrix matrix def 
/cmatrix matrix def 
/omatrix matrix def 

/deltax dal 
/deltay def 
/slant def 
/twist def 
/xscl def 
/yscl D def 
/eang def 
/bang def 
/HwScrn false def 



\ string manipulations 



N string string stringconcat string 

\ 

/striQgconcat 

( 

dup length 2 icdex length add string 

dup 4 index putinterval 

dup 3 index length 3 index putinterval 

exch pop cxch pop 

) def 



\ drawing definitions 

/sclm [0 01 def 
/setBCl ( 

/deltay exch neg def 

/deltax flxch neg def 

lOQ dlv /twist xdef 

100 div /slant xdef 

ematrix setmatrix deltax neg deltay neg craislate 

BClst twist cos put 

Ecla 1 twist sin put 

sclm 2 slant sin neg put 

BCln i slant cos put 

sclm concat 

/omatrix oaatrix currentinatrix def 
) bdef 

/scl ( 

deltay add exch 

deltax add exch 
) bdef 

/HW (newpathj bdef 

/KT Iscl maveto} bdef 

/LT tBcl Ilneto} bdef 

/CRV (sol 6 2 roll scl 6 2 roll acl 6 2 roll curveto) bdef 

/AT 1 

100 div /sang xdef 100 div /bang xdef 

/yscl xdef /xBcl xdef flcl translate 

xscl yacl scale Q 1 bang sang 

arc oaatrix setoatrlx 
) bdaf 



/Ut ( 

100 div /eang xdef 100 div /bang xdef 
/yscl xdef /xscl xdef acl translate 
xscl yscl scale 1 bang eang 
arcn omatrix setmatrix 
) bdef 

/CP {closepath} bdef 

/LTYPE to aetdash setlinevidcljj bdef 
/HF (gsave eoflil grestore) bdef 
/MS {gsave stroke grestorel bdef 



% angle ex cy cropCDark - 

t 

/cropmark { 

/cbv xdef /cbh xdef 

^aave translate rotate 

newpath 

cbh 6 add moveto 20 riineto 

cbv 6 add moveto 20 riineto 
strode grestore 

) bdef 

%•' • 

* MAMV LINES LEPT OUT HERE. , . 

% JUST AM IDEA OF POSTSCRIPT PROLOG OUTPDT 

\ 

end 
^%EpdPrDlog 

AsphaltDict begin 

\ Begin Page 

% Begin Tile 

("ilJlVOICENEW.pB", Page *1, No Separations) 

100 100 612 ^»2 S12 792 612 192 -1 -1 6553S 65535 

1 begintile 

14124 72035 aetscl 

m 

3J70 76031 XT 

21670 76034 LT 

24878 6B042 LT 

3370 660*2 LT 

CP 

SHADE 

KF 

10000 SHADE 

(Helvetica-Bold) 1800 1800 9 setfp 

(H) 1691 3370 74336 p 

(HI 129* r 

III 499 t 

(Tl 1095 r 

(El 1195 r 

(S) 1195 r 

(T) 1095 r 

101 1394 r 

(Ml 12S4 r 

(El 1195 r 

(Helvetical 1000 1000 setfp 

15) 553 3370 730S6 p 

111 553 r 

111 553 r 

(-1 331 r 

(Al 664 r 

( 1 276 r 

(G) 774 r 

111 221 r 

(rl 331 r 

(al 553 r 

(r) 331 r 

(d) 553 r 

1 > 27 6 r 
IBl 664 r 
111 221 r 
(VI 497 r 
(d) 553 r 
I.) 276 r 
I ) 276 r 
|S1 664 r 
(El 664 r 

(Helvetica) ICOO 1000 setfp 

(A) 6(4 3370 72036 p 

ID 221 r 

|bl 553 r 

(ul 553 r 

(ql 553 r 

(u) 553 r 

le) 553 r 

Ir) 331 r 

(gl 553 r 

(ul 553 r 

(o) 553 r 

(.) 276 r 

I 1 276 r 

IB) 71B r 
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IH) 829 r 
1 1 276 r 
IB) SS3 r 
17) 553 r 
(1) 55J t 
(0) 553 r 
{61 553 r 
I ) 376 r 
( I J76 I- 
( ] ns r 
m 718 r 

(s> eei r 

(A) 6S1 r 

(Helvetica) 1000 1000 setfp 

|\ll 331 3370 709S6 p 

15) SS3 r 

(01 SS3 r 

(51 553 r 

(\l) 331 r 

( ) 276 r 

(21 553 r 

(6( 553 r 

(8) 553 r 

(-) 331 r 

10) 553 r 

(6) 553 r 

(7) 553 r 

(8) 553 r 

(Helvetica-Bold) 1500 1500 setfp 
(T) 911 3370 68483 p 
(o) 912 r 



1:1 43 1 r 

15129 65359 setBcl 






HH 






S073 69654 MT 






24185 69651 LT 






24185 6106* I.T 






6073 61064 LT 






CP 






SHADE 






MF 






10000 SHADE 






INVOICE. 


prt. 


03. boiler 


30573 51044 setscl 






HW 






4830 58472 MT 






56316 58472 IT 






56316 43616 LT 






4830 43616 LT 






CP 






SHADE 






HF 






10000 SKADE 






INVOICE 


.prt 


,06. boiler 


(Courier) 1200 1200 oetfp 






(Tl 719 4830 45261 p 






(h) 719 r 






(a) 719 r 






(n) 719 r 






<)t) 71S r 






(s) 719 r 






( ] 719 r 






(f) 719 r 






(o) 719 r 






ID 719 r 






( J 719 r 






(yl 719 r 






lo) 719 r 






(u) 71J r 






(r) 719 t 






( ) 719 t 






(o) 719 r 






(r) 719 r 






(dl Tlj r 






(e) 719 r 






(r) 719 r 






(1) 719 r 






( 1 719 r 







( I 719 r 

( I 719 r 

( ] 719 p 

(Ml 719 r 

(b) 719 r 

(r) 719 r 

ID 719 r 

li) 719 r 

111 719 r 

(II 719 r 

( ) 719 r 

(C) 719 r 

(a) 719 r 

(11 719 r 

(1> 719 r 

(a) 719 r 

|w) 719 r 

la) 719 r 

|y) 719 r 

30358 39756 secacl 

10000 SHADE 

50 [100 300J LTYPE 

NW 

2050 39756 KT 

58666 39756 LT 

HS 

1J816 68789 SBCBCl 

NW 

3590 75888 720 720 IBOOO 9000 AH 

24042 758BB 720 720 9000 AH 

24042 61690 7211 720 27000 AN 

3590 61690 720 720 27000 18000 AN 

CP 

10000 SHADE 

200 I) LTTPE 

KS 

H ..«••• • •••• 

SiMAKY LIHES LEFT OUT HERE 

'■.SHOWS MORE POSTSCRIPT BOILERPLATE 
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Before we discuss television produc- 
tion, last month we dicussed over 15 CDs 
tliat work with CDT\' iind a ParX'et 
hookup. Tliis month we'll finish up with a 
few discs that lioii't work and a new disc 
not to be missed. Hero are some CDs that 1 
found incompatible, or without usable 
information, with CDTV: Ciiwmntiia — all 
graphics encoded; CD Rom Director]/ — 
unable to locate any usable files; CIA World 
Fad Book; PC Sig Librnrif — crash-prone; 
Daytime Express^: Great Cities oftlw World — 
all graphic encoded; and Walnut Creek MS 
Wimhzvs. One disc just out this month that 
does work great is another disc by Aris 
Entertainment called Majtvlic Places (310- 
821-0234). Everything from Mt. Everest to 
Mt. McKinlcy, Tibet to Tahiti: this is the 
most graphically stunning CD I have ever 
purchased. It features grand snowcapped 
mountains, sunsets, lakes, deserts, 
waterfalls, and much more. The most 
impressive feature is the color in these 
photographs; it is 
very rich and all the 
graphics are perfect 
for Amiga desktop 
video production. 
The graphics are in 
various formats in 
256-color for the 
Amiga 4000 and 24- 
bit. Also, the graphics 
can be reproduced in 
video productions 
royalty-free- Not only 
is it highly recom- 
mended, this disc is a 
virtual necessity. 

Television 
Production 

If you have an 
Amiga and are 
reading this column, 
chances are you have 
at least some interest 
in the mechanics of 
video production. 
You may have a 
genlock or even a 
Video Toaster and 
produce your own 
videos, belt a 
commercial enter- 
prise or just a creative 
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outlet. In past articles we've discussed ways 
to improve your productions as well as 
techniques to give them a professional look. 
This month we're going to set our sights 
just a bit higher: starting our own television 
show. It's not so hard as it seems, and it's 



something nearly anyone can accomplish; it 
just takes a little background information 
on the right way to go about. Most Amiga 
users are creative and visually oriented — 
prime candidates for television video 
producers! 
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"Local kids news show entitled 'Youth Media*. A Video Toaster is used for all 
switching, graphics creations, character generation, as well as set design" 



liver heard of Public Accoss Televi- 
sion? No it's not PBS but it's close. Years 
ago the federal government mandated that 
cable T'V systems must provide a channel 
that the public h.is access to. The only 
problem was that most people did not have 
the equipment and training to produce a 
television production, So cable systems 
began purchasing equipment and develop- 
ing departments to train the public on how 
to operate equipment, including editing, 
directing, lighting, and portable shooting. 
What started out as having to abide by the 
law turned into a great public relations tool. 
Cable companies could now provide a 
means for their cusSomers to express 
themseh'es on their own cable system, 
enhancing the public's perception of the 
value of cable as well as the power of 
television. 

In recent years the law has since been 
deregulated at a national level and left in 
the hands of the states and ItKal towns. 
Most cable systems still do public access 
while a few have phased it out. It has also 
become a great sales tool if a certain cable 
company wants to expand into a particular 
town; the company can promise a studio, 
editing, and much more for the local 
residents. In Rhode Island, there is a state 
law regulated by the Public L'tilities 
Commission stipulaing that every cable 
system have public access. The lav^■ also 
provides a list of equipment — two cameras, 
tivo decks, one editor, etc. — that each 
S)'stem must ha\'e to comply with the 
regulation. If the cable system doesn't 
comply, it loses the franchise for that town. 
The I'.U.C. has also instituted a statewide 
public access interconnect channel, the first 



in the nation, where shows can be viewed 
statewide on every cable system at the same 
time. 

As I've mentioned in previous articles, 
for the past six or so years, I've been the 
production super\'isor for WCTV/Wcsterly 
Cable Television in Westerly, Rhode Island. 
I got mv start doing public access sho^vs 
over 10 years ago and ha\e gained more 
knowledge and perfected my skills faster 
than any college course could hope to 
provide, .'\s production supervisor, I 
oversee a staff who produce programming 
as well as provide training and help for 
public access members in our community. 
Using public access is an excellent way to 
develop your \'ideo skills and ha\'e a lot of 
fun. 

So how do you get in\'olved? Well the 
logical step is just to call your local cable 
companv, perhaps asking for the local 
programming department. Inquire whether 
they provide a public acce.ss course since 
this is basically the first step. Before you can 
begin work on your own show, you must 
go through a public access course, even if 
vou have pre\'ious video experience. There 
are several reasons for this preliminary 
course; even though you many be pretty 
hand\' v\'ith your oivn x'ideo setup at home, 
chances are that the cable system has 
completely different equipment. Another 
key issue is safety. You will be using 
thousands of dollars worth of equipment 
on loan from the cable s\'stem and they are 
going to make ivn/ sure you knou^ how to 
use it properly before they lend it to vou. 
Classes are all different lengths; some are 
e\ery night for a week and others are only 
one day long. It depends on the equipment 



and how much the cable system is willing 
to put into the class or how much staffing 
thcv can provide. 

Video Equipment Compatibility 

Will the equipment you use at a cable 
;,\stem be the same as your home stuff? 
Maybe. At Westerly Cable we use all 3/4- 
inch decks and editors as well as broadcast 
cameras for public access. However, some 
systems provide SVHS or even VHS. Again 
it really depends on the cable company and 
how much they want and/or can afford to 
put in to it. The 3/4-inch format provides 
excellent quality, and any footage shot at 
home or u'ith VHS, SVHS, or 8mm can 
easily be transferred to .1/4 inch for editing 
purposes. I always recomn\end staying 
with the same format, so if your cable 
system provides 3/4-inch equipment, then 
use it for all shooting and editing. In 
addition to field equipment — cameras, 
portable decks, audio, portable lights, etc.— 
the class will probably provide training in 
studio shoots as ivell as editing video. I 
ahvays prefer shooting in a studio because 
it's such a controlled environment. 
Outdoors you are constantly combating the 
wind, traffic, and several other elements 
o\-er which you ha\-e little control. While a 
studio is not as visually stimulating as the 
great outdoors, factors such as lighting and 
sound are much easier to manipulate. You 
can also enhance \'Our shows, indoor.'; or 
out, with graphics. 

Enter the Amiga. You've often heard 
that the Amiga is prominent in cable. You 
mav not know that most public access 
departments provide Amigas in addition to 
other video equipment for producing 
shows. In fact, many are now incorporating 
Video Toasters so public access members 
can use it as a switcher, character generator, 
and graphics machine. It only makes sense: 
every year when I do mv budget, 1 always 
am amazed at how expensive some of this 
stuff is. A good character generator or 
switcher could easily be 510,000 or more. 
Cable systems budgeting for public access 
can'l go wrong with a Toaster; it saves them 
thousands of dollars. Always wanted a 
\'ideo 1 oaster? There may be one in your 
town vou can use for free! 

After you complete the course, vou arc 
usually given a certificate that allows you to 
use the equipment and start producing 
vour own shows. Can you make mone\' at 
it? No. Public access is strictly nonprofit. 
You can't take out the portable equipment, 
film a wedding, fake it back to the studio, 
add Amiga graphics, then sell it. Public 
access \vas designed as a means for people 
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ill tliL' community tci express thfmsolvcs on 
cable television, not turn it into .1 business. 
There is leased access, ho\vcver, which is 
prominent in some cable systems, especially 
in New York city, whereby someone can 
make a profit by renting the video equip- 
ment, producing a show featuring a product 
or service, for example, and then buving 
time from the cable system to air the show. 
Once again, it all depends on the specific 
cable system. 

So after vou've completed vour course 
you can either produce your own show or 
work on someone else's. I always recom- 
mend to "rookie" access members thai Ihcv 



What kind of shows can you do as a 
public access meniLier? Just about anything. I 
ha\'e seen shovvs on so man\' topics, it's hard 
to keep track. You might want to do a show 
about the Amiga or a showcase for computer 
graphics. Years ago 1 did an access show 
called "Computer Bytes." It was protlv low 
budget but 1 had a good group of viewers. 1 
would recommend tfiat if you have an idea 
for a show, then type in some ideas. Try to 
create an outline and decide what vour goals 
are and what audience vou are trying to 
reach. It's best to concentrate on one specific 
thing than trying to make the show so jam- 
packed that it loses its focus. Work on 



learn Irom the experts, the people who run 
the station and produce all the local shows. 
Plus you'll get exposed to a diverse group of 
programming, similar to the public access 
shows but a little different. Local origination 
shows are usually a little more high lech and 
I found that when I started in public access, I 
learned the most from working on the 
productions that the cable company 
produced. 

In the end you'll take all the knowledge 
and apply it to your own .Amiga productions 
at home. I can't stress enough that once you 
get involved in public access you'll suddenly 
see video production in a whole new light. 



"Public access members shoot 

and direct a variety talk show 

called 'Cafe West' hosted by the 

author. Deluxe Paint IV Is used 

for title generation" 




volunteer to work on another sho^v before 
they begin their own. It is the best way to 
learn and perfect your skills, so that by the 
time you are ready to begin your own 
production, \ou have de\'eloped some skill. 
We have a volunteer list, as most systems do. 
of members who may not have a particular 
show in mind but want to begin by helping 
out and learning the ropes. 

The Video Crew 

Often when people take a public access 
course,they don't realize they're going to 
need some people to help them, so here's a 
tip: Have your friends take the course with 
you. After you have taken the class, enlisted 
your friends, and are ready to begin your 
show, you may find you still need more 
people to help. Ask the prtxiuction supon'i- 
sor or a production assistant if there is a list 
of volunteers. Then arrange a meeting. Give 
the volunteers a synopsis, and then invite 
them to discuss the concept if they're 
interested. 



heavilv incorporating Amiga graphics in 
whatever show \'ou do. Shows are unfairly 
judged on their graphic impact and the 
classier your show looks, then the more 
viewers vou can hope to hook in. 

Local Origination 

E\en though I'm in charge of public 
access, mv staff and 1 don't produce public 
access shows. What wc do is local origina- 
tion programs — basically a separate set of 
shou-s produced by the staff . The shows 
could be anything from local town council 
meetings to talk shows. The reason I bring 
up local origination shows is that we could 
not do any of these shows without the help 
of public access members. They are an 
important part of all the local shows we do 
and help us greatly. I would strongly suggest 
after vou complete your access course to 
investigate the possibilities of working on a 
local origination production, l-irst you'll 



You'll be more conscious of lighting, editing 
techniques, camera placement, and much 

more. You'll realize what works and what 
doesn't work. Plus along the vvay you'll have 
a lot of fun. Public access is one of our 
countries best kept secrets. It's an inwiluable 
tool that promotes freedom of speech and 
the right to express yourself. With your 
talent for the Amiga you can craft a show 
that is professional and presentable. If you're 
one of those people that complains that 
there's nothing good on TV, it's time to do 
do something about it. 

•AC- 
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/• O.Rexx Orde? Invoice Printer and DBase Mgr. •/ 
OPTIONS RESULTS 

Start : 

y* OPEN your master cuBtomer list data base file */ 

l" NOTE: put i3 the path to your own file here */ 

CALLDPEHl 'List' , 'QATA:CustDmera/LiBt ' , 'A' 1 

print" 'no' 

EavBfile» ■ ■ 

SKi 'Start: Enter Ellunane. [RtnlsEnter addrcBS', 

'QeQuit. Lal'l^t Addresses. ' 

PASSE UPPER POLL input 

IF input ^= 'Q* THEH EXIT D 

IP input == 'L' THEN DO 

ADSRESS COMHAND 'DIR (3Hta:cuBtomierH/addreBBie&' 

SIGNAL Start 

END 

/* To enter new addreaB */ 

enteraddress; 

Jt=l /• used as index of array */ 

IF input == " TKEM DO 

SAY 'Enter address; line 1 [Rtn] , line 2 iRtn) , ' , 
'etc. ''''&when finished.' 
DO FOREVER 

IP 3e>6 then PO /* checkB for too numy chars */ 
S^Y 'WARNIMG; Too many lino&! ' 
SIGtUli enteraddreBB 
EHD 
PARSE PULL llne.li /» the address array '/ 
IF LENGTH! line.lEl>24 THEN CO 

SAY 'WARHING: Line too lOHfll' 
SIGNAL ent«raddres9 
END 
IP line.:5='e' TKSS I>aaine.K="iSIGHAL Dacide,-EHD 



END /• FOREVER •/ 

END /• input»='"/ 

IF Input -= " THEN DO /• If you s»ved an address file before •/ 
IF OPEIiCf ile' , 'dataiCUStoaers/addreBBes/ 'input, 'R' ) THEH DO 
1=1 
I* resd the addrees file •/ 

DO WHILE -EOF('file') 
line. 1 = READ LUC file') 
SAY Unci 
1 = 1»1 

END /■ DO WHILE •/ 

CALL CLOSEI'file') 

END /• IP OPEN •/ 

ELSE DO /• error atuti •/ 

SAY 'Could not op«n your addreaa file. Try again.' 

SIGHAL start 
END /* ELSE •/ 
END /• input -■'' ■/ 



/• INPUT DATA AND CHECK FOR ERRORS ■/ 

Decide: 

SAY 'Enter discount: 10, 35, 50 etc. [Rtn] hHo discount. ' 

PULL dH<: 

IF dsc=" THEN d8€sO 

/* difiCDunt mitt be numeric '/ 

IF -DATATYPE (dsc, 'N' J THEN SIGNAL decide 

diBcaiiiit=l-(dHC/100) 

SAY 'ENTER QuBEtity & TYPE OF ARexx Cookbook Set:' 

SAY 'tJTY on one line; Type on the next.' 

SAY ' lD]«Deluxcj [Rl -Regiilarf [3] =Book Onlyj 10]=Quit' 

SAY MD'Conipanion Disk I ONLY; [II]-Dlsk II ONLY' 

PARSE UPPER PULL qty. settype 

IF qtr='0' lsettype"'Q' THEN EXIT 

IF qty=' ' THEN qty^l 

/• qty nraet be whole number '/ 

IF -DATATYPEtqty, 'W } THEN SIGHAL decide 

IF settype -- 'Q' THEN EXIT 

IF settype >> " THEN SIGNAL decide 

IF qty>l THEN 1 - 's'jELSE 1- ' ■ 

/• VARIOUS COMBINATIONS OF HEHCHAMDISE '/ 
/• USE THE SELECT BLOCK FOR KtTLTI-CHOlCE */ 
SELECT 

WHEN aettype == 'D' THEN DO 
bk='AKexx CoOkbOOk ' 
types'DeluMe Set ' 1 ' ' 

/• NOTE how to force two decimal places */ 
Co»t=TRUKCf -IS-SO-diflCOunt^.OOSrS) 

SAY ' [Stnl to OK 'qty' Deluxe Sec'l' 9 cost of S'cost, 
', or Enter apecial price.' 
PULL newcoBt 
IF newcoet -= ' * THEN DO 

/• Another vay to insure !*«■ decimals •/ 
I? DATATYPE(newcosc,N) THEN costanewcOflttC ,00 
END 
END 

WK£N settype ■> 'R' TKEH DO 
bk= 'ARexx CooJcbook ' 
type=' Regular SetU' ' 
Cost=TR5rNC(34.90*diBCOunt». 005,3 1 

BAY '[Rtn] to OK 'qty' Reg- Set'l' 3 cost of S'cost, 
', or Enter epecial price-' 
PULL newcoBt 
IF newcoBt -• " THEN DO 

IF DATA TYPE (neweoBt,Hl THEN cost-newcOflt+J.QO 
END 
END 

WHEN settype ^= 'B' THEN DO 
bk=' ARexx Coo)tbOOlt'l' * 
type = ' ' 

Coat«TRUHC(a4.95"discount*.00S,2) 
SAY '[Htnl to OK 'qty' Book'l' coat o£ S'cost, 
', or Enter special price.' 
POLL newcost 
IF newcost -= ' ' THEN DO 

IF DATATYPE (newcost, N) THEN cast^newcoat+O .00 
END 
END 

WHEN settype ■= 'I' THEN DO 

type=' Companion Disk I ONLY' 
CoBC^9.95*discount+3-05 

SAY 'tBtnl to OK 'qty' Companion Disk'!' cost of %' 
cost' . or Enter flpeclal price-' 
PULL a«wca»t 
IF aawcoat -- ' ' THEN DO 

IF DATATYPE{newcoat,Nl THEN cost-newcosttO-OO 
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NKBH J*ttyp« -- 'II' THEN DO 

type" 'Coc^ianlon Disk II OKLY' 
Coat'' 15 .0D*(ll3CDunt*3. 00 

SAY ' [Rtn] CO OK 'qcy' Deluxe SeC'l' 9^ coBt of $', 
cose ' , or Enter special price.' 
fULL neHCOSC 
IF noweOBt -^ '■ THEN DO 

If DATATYPE(newcoot,]Ml THEN coBtanewcoflt *0 . 00 
END 
END 

OTHERWISE SIGNAL decide 

END /• SELECT BLOCK •/ 

/■ Shipping costs, chocSc number, po number, etc */ 

ships 5. 00 

IFbk-" THEN ahip=0.00 

SAY ' [Rtn] to OFt ahipping coflt o£ $'shipj 

' or Enter different shipping cost*' 

PULL newBhlp 

IP newBhip -- " THEH DO 

IF DATATYPEInewship.NJ THKH shlpnuewflhip+O.OO 

END 

SAT 'Total enount is $'ship*<<icy*coflC) tO .00 'lRtnl=OK' 

PULLallrigbt 

IF allright-i'' then SlGHAL decide 



CHECK: 

SAY 'Enter Check Hunter. Enter for Acccfjnts', 

' Receivable, PO for Purch.Ord.' 

PULL cXnum 

ckpoo' Check No. ' 

IF -DATATYPE<cknum,WJ THEN DO 

SAY 'Enter Purchase order nun^ier.' 

PULL cknuBi 

ckpo»' Purchase Order No. ' 

BHD 

Bhipdate=DATE(USA) 

DAT: 

SAY shipdate 'is the ship date. OK?', 

' [ntn] -OK or. . .Enter new date. ' 

PULL OK 

IF OK -* " THEN DO 

Bhipdate^OK 

SIGNAL DAT 

END 

/' Save addreEB? Print? Beth? •/ 

SAY ' (P) sprint; [SI =Save address; tB]»&otbj EQI=Quit.' 

SAY 'Invoice will be saved to order file in any caae^' 

FULL answer 

IF answer = 'Q' THZH EXIT 

IF Answer = 'S' I answer - 'E' THEN DO 

SAY 'Enter filenajna. Default path is ', 

MataicustofBera/addrflsses/ ' 

PARSE PULL saveCile 

aavefile n 'dataicuBtomers/addrBsses/ 'savef lie 

IF OPEH('outfile',Bavefile,'W) THEH SAY 'Saving 'savefile 

DO n=^l TO k-1 

CALL WRlTELKCoutfile',line.E) 
END /• DO •/ 

END /• S la*/ 
IF onBwer -m 'p* | AnBrfor -= 'B* I answer -- " THEN priat='yoa' 
IF print = 'yes' THEN SIGNAL printlnvoice 
SIGNAL start 



printinvoice: /* A data amy of purchase information */ 

/* Compute the nuniber of filler spaces for •/ 

/• the check and ehip dace and other lines •/ 

filler. Oi^COPlESf '. 40-LEHGTtt{cknuinJ -LENGTH (nhipdatel) 

inv.O-ckpo eJtnuja' Shipped 'ahipdatel I filler. 

inv.l-' • 

IF dsoO THEN inv,l:=dsc'\ OiBcotint' 

inv.2.1=qcy fck type '9' cost 

inv.2.2»coat*qcy 

inv.3.1i.'Shippino and Handllnff' 

inv.3.2»Bliip 

inv . 4 ■ ' ' 

inv.5.1«'Total' 



inv. 5 .2=qty'coBt*Bhip 



flller.a.COPIESC ' ,€0-LEHGTKanv.2 .1) -li.8NCP™[inv.2.2H ' S' 
inv.2sinv.2,lllfiller.2l:|iDv.2,2 



filler. 3=C0FIES( ' ' , 61-I>ENGTH[inv-:i. 1) -LENGTH(inV. 3 .3) ) 
inv,3 = inv.3.1Mfiller.3| I inv. 3. 2 



filler.4»CQPIES(' '.SJ) 
inv.4Efiller.4l iinv.4 



filler-SsCOFIESC • , 60-LENGTK(inv.5.1) -LEHGTHdnv. 5.2]) 'S' 
inv,5=inv.5.infiller.5|Iinv.5.2 



/* MaJce the print files •/ 

f Ccpy header material to output file */ 

file, la ■DATA;Cufitainerfl/Princ£iles/IMVOICE.prt. 01. header' 

ADDRESS COJWAND 'COPY 'file.l' TORAKiPRT' 

CALLQPEKCP.=IT'.'RA«!PRT'.'A'J 

/* name and addreaa top */ 

poanum7GB443 

CALL ADDRESSWRlTE^pOSnumJ 

/* end of name and addroHS top '/ 

CAE.L CLOSE* 'PRT'I 

ADDRESS COMMAND, 

'JOIN RAM:PRT DATA:CuBtonerB/Print£ileB/IHVOICE.prt,OJ. boiler AS BAM; J' 
ADDRESS COHHAUD 'COPY ftAM:J TO RAM:PRT' 
CALL DELETE! 'RAM: J'} 

CALL OPEN ['PST', 'RAHiPRT', 'A'> 

/• write invoice top */ 

poBnum»S72Gl 

CALL IHVOICEHRITE(posnum) 

/* end of vrltlng invoice top */ 

CALL CLOSE! 'PRT'J 

ADDRESS COMMAND, 

'JOIN RAHiPRT DATA : Cuat omera/Printf ilea /INVOICE, prt, 06 .boiler AS RAHs J' 
ADDRESS COKtiAHD 'COPY RAH:J ?0 RAMjPRT' 
CALL DELETECRAM: J' ) 

CALL OPEN! 'paT', 'RAK: PRT^ ' A' » 

/• write naiae and address bottom */ 

poBnuQs28924 

CALL ACDRESSHRITE(poanuiii) 

/* end Mrice addxeSB bottom •/ 

CALL CLOSE! 'PRT') 

ADDRESS COMMAND , 

' JOIH RAHiPUT DATArCustomerB/Printfileo/INVOICE.prt. OB. boiler AS RAM: J' 
ADDRESS COKMAKD 'COPY RAMtJ TO RAM:PRT' 
CALL DELETE! 'RAM; J') 

CALL OPEN f'PRT', 'RAM:PRT', 'A'J 

/* write invoice bottom */ 

posniim=17?42 

CALL INVOICEWRITE!poenua) 

/' end of writing invoice bottom */ 

CALL CLOSE ('PRT' ) 

ADDRESS COHHAHD, 

'JOIN RAHiPRTDATAiCuatOTjers/PrlntfileB/IHVOICE.prt.Jl. boiler AS RAJCiJ' 
ADDRESS COHKAHD 'COPY RAM;J TO RAil^PRT' 
CALL DELETE (' RAM : J ' ! 

SAY 'Print Invoice k Save Data? Y/N' 

PULL answer 

IF answer - 'Y' then DO 

ADDRESS COMHAHD 'COPY RAM:PHT TO PAR:' 
PO y=l TO k 

CALL WfttTELN!' List Mine, y) 
END 
DO Z»0 TO 5 

CALL WRITBLN{'Li8t',inv.il 
EKD 
CALL miTBtfl! 'Liflt',COPlES('*", El) | 
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CAI^L CLOSE ('List') 

IP EXISTStsavefile} THEH CALL CLOSE( 'outf ile' | 

CALL DBI^TE { ' RAM I PRT • J 

SIGNAL Start 



/' vrites the address based on cbe posnuia sent as an arguioenc *f 

ADDRESSWRITE: PRCCEDUBE EXPOSE line, k 

PARSE ARG posnum 

Btartiiiffs' (Courier} 1200 1200 setfp' 

/■ extract chars out of Address lines •/ 



DO i-1 TO k 

/• take a line */ 
pliDe.isline.i 
Wcl 

/* chars out of line •/ 
00 WHILE pline.i '» " 

PAKSE VAR pllne.i ch.v +1 pliiio.i 

v=v*l 

END 

VBV-1 

IP i<k THEH CAI,L HRITELMt'PRT', starting I 
/* wrica chftiracters to file */ 
DO t»l TO V 

IF ch.t=" THEN ch.t-* ' 

IF t=l THEN ch.t=' ( 'ch.t' } 719 6071 'pcjenum' p' 

ELSE ch.t='('cli.t'> 719 r' 

CALL KRITELN('PRT',ch.tI 

EKU 
poanujAcpoBQuin-lSCO 

END 
RETURN 



/* writes Che invoice based or the posnum sent as an argumant */ 

IHVOICEHHITE: PR&CEDUHE EXPOSE Inv, 

PARSE ARC $>o«iiiim 

fltartingc' (Courier} 1200 1200 setfp' 



DO j«0 TO 5 

/• cake a line. •/ 

pinv. j=inv. j 

/* take Che characcera cut ot line of 60 •/ 

DO mil TO 61 

PARSE VAH plav.j chr-m -kI piiiv,j 

EMD 
CALL MHITELK^ *PRT' .Starting) 
/* write chars, to file */ 
DO n-1 TO Gl 

IF chr.n=" THEN chr.n-' ' 

IP n-1 THEM chr.nsM'chr.n') 719 4B30 'pasnum' p' 

ELSE chr.n=M'Chr.n') 719 r' 

CALL WHITELNCPRT'.chr.nJ 

EMD 
posnum=po8mjin-1500 
EHD 
RBTURH 
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P/C(TSi' lVr;(c (d; 

do AiiKizing Computing 

P.O. Box 2140 

Fittt River, MA 1)2722-2140 



THE GRAPEVINE GROUP, INC. 

AMIG^ ^ North America's I^irsesc 
* Supplier of Amiga Cusioni Chips. J^ — "^ — A 



AMIGA UPGRADE CHIPS 



8364 Paula chip 16.95 

8362 Dcnise chip 18.95 

5719 Gary chip 14.95 

BBZDA CIA chip (2 tor S9.00 each) ...9,95 
1.3 ROM Kickslan ,. 23 95 



AMIGA POWER SUPPLIES 



A500 EDO WATT Big Foot 

Univi;r5alSwitching wiih tan 86.95 

A2000/lnn/Z(» walls ortg. Amiga 99.00 

A500 45 watt (tieavy duty) 67.50 



Advanced Amiga Anaiyzer 

By Wilcom Austratia. Just released-a combination of liardware 
& software tfial completely diagnoses any Amiga. Gives status 
of all data transmissions/signals, disk drives, all ports, buffer 
cfiips, alignment, joystick porls, read/write errors and lells 
what ctiips are bad $79.95 

NEW! Amiga 500 IVIotherboard 

Now for the lirst lime, and only at Grapevine, purchase a NEW 
A500 motherboard at prices lower than an Amiga dealer pays! 
Each board contains 1.2, 1/2 meg Agnus, (2) 8520, 5719, 8362, 
8364 & 68000-8. 90 day warranty. Revisions vary. S94.95 

Switch-!tt: Keyboard ROIVl Selector 
Most Popular ROM Sw/itchGr 

Electronic ROM selector switch by Global Upgrades Inc, allows 
for compatibility of ALL your software. Switch between 1 .3 or 2.0 

ROIVl from your keyboard. Does not overlap the 68000 S29.95 

Buy Switch-Itt from us with the 1.3 ROM for S49.95 

Buy Switch-Itt from us wilti the new 2.05 ROM for S59.95 

A2000 Amiga Computer 

Imagine an A2000 with all the latest chips (8372,2.0 ROM 
operating system and Super Denise), new keyboard, 
mouse and owner's manual for hundreds of dollars less! 
Reconditioned demonstrator. 90 day warranty. Get them 
before supply runs out SS99.95 

NEW! 2.1 System Upgrades 

2.04 ROM chip omiy (no books or diskettes) $35.95 

2.05 ROIW chip only: NEW, latest revision for high density 

drivers. PCMCIA slot. etc. Just released S39.95 

2.1 Complete kit (#AS215); includes ROM, books and 

diskettes. Newly upgraded 377,50 

2.1 Kit (#AS216): Same as above but does NOT 

include 2.0 ROM (for upgrading your old kit) S47.50 

2.04 ROM Upgrade Kit (#314) for A3000 S45.50 

2.04 A2620/2630 ROM Upgrade Kit $34.95 

Microcard 601 - FAST RAIVI PCIVICIA Card 

Microcard 601 by Microworks Ltd. offers additional megs of 
FAST RAM via the A600/A1200 PCMCIA slot. This new memory 
module auto-configures at boot time, leaving most of the internal 
chip RAM free for image processing. 

2 meg upgrade card S159.95 

4 meg upgrade card S219.95 



IVliscellaneous Products 

Super Denise 8373 Upgrade S29.95 

Fatter Agnus (8372A) l MB with chip puller. Amiga Trouhleshooter. 

"The Final Test" special d tagnostic diskette and complete inslruclions S44.95 

AdRAtUi 540 with 1 Meg/With 2 lulegs $119.95/149.95 

Flicker Free Video II S232.50 

32K Printer Buffer Chip lor Panasonic/Citiien S1S.95/S19.95 

Amiga Emergency Startup Kit (Contains most popular chips, etc.) $99.50 

A20Se 2Mb Amiga RAM board. Expands to 8Mb (inc. 2MB) $124.50 

Insider 11 RAM expander for A1000 1.5 MB installed/OK S196.50/S147.50 

MegAChip 2000i" —Includes 2MB Agnus chip, chip puller, new Amiga 

Troubleshooter & "Final Tesfdiagnostic diskette. Buy the MegaChip and 

we 11 give you Ihe new 8373Super Denise lor S25.95 S264.95 

KwikSlart II 1 .3 and 2.0 KickSlart ROM switch lor A1000 $59.95 

A500 Keyboard New (List PnceS109.95)(U.K. Version Available) S37.50 

A2000 KeytJoard (New) S59.95 

3 ChcMiuit Slruel • SiilTern. NY 10901 
"aTstomcr Scnicc (9! l) 3f)H-t2i2 V:\\ (9!h) .3"-<>2 
[nt(.-inLitiiin;il Ortk-r l.iiK-: 191 ti .5=i"-i l24 

Order Une only 1-800-292-7445 
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circle »122 on Header Service card. 
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Amazing Computing for ilic Commodore Amiga, AG's GUIDE and AG's 
TECH provide you with the most comprehensive coverage of the Amiga. 
Coverage you would expect from the longest running monthly Amiga 
^ , publication. 

The pages of Amazing Computing luring you insights into the world of the 
Commodore Amiga. You'll find comprehen.sive reviews of Amiga prod- 
ucts, complete coverage of all the major Amiga trade shows, and hints, 

tips, and tiitoriai.s on a variety of Amiga subjects such as desktop pul:)lish- 
- ing, video, programming, & hardware. You'll also find a listing of the 
? latest Fred Fish disks, monthly columns on using the CLl and working 
' with ARe.xx, and you can keep up to date with new releases in New 

s Products and other neat stufT. 
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AG's GUIDE to the Commodore Amiga is an indispensable catalog of all 
the hardware, software, public domain collection, .services and informa- 
tion available for the Amiga. This amazing book lists over 3500 products 

and is updated every six months! 

AC'S TFCH for the Commodore Amiga provides the Amiga user with 

valuable insights into the inner workings of the Amiga. In-depth articles 

on programming and iiardware enhancement are designed to help the 

user gain the knowledge lie needs to get the most out of his machine. 
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by Merrill Callaway 








Fun with 
MorphPlus 



I can remember 
being bored out of my 
skull in eighth grade 
civics class. The tempta- 
tion to pencil in a 
moustache on the queen, 
or to blacken the tooth of 
some president was 
sometimes overwhelm- 
ing; and 1 confess that I 
gave in to this amuse- 
ment on occasion. On 
more creative days, I 
would generally get 
caught drawing carica- 
tures of our spinster 
teacher, and spend some 



timeout in the hall 
assigned to label all the 
states and their capitals 
with crayons, one color 
per letter, to take up 
more time. To this day, I 
know that Montpelier is 
the capital of Vermont, 
and that Pierre, South 
Dakota, is the only 
capital that shares no 
letters with the name of 
its state; but what T really 
want to discuss witli you 
is something much more 
cosmic and infinitely 
more fun than those 
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Monsterizing Made Easy.' 




Top: A first attempt at warping the eyes 
and ears. Note the asymetrical face. Rigtit: 
After warping the image even more, half 
the face was cut as a brush in Light24 then 
mirrored and flipped to create the other 
half. Below: Yet more modifications to the 
original morph. 



w 





moustaches nnd bl.iclc teeth. What we are goini^ to do is learn to 
niorph voiir friends intiv aliens! With MorphPlus by ASDC and )'our 
favorite paint program, you can spend a pleasurable evening 
"monsterizing" those you love, or hale. I thought that my friend 
Harry Morris, an Amiga artist specializing in horror illustrations, 
would be an excellent first \'ictim for my new painless plastic 
surgery. Marry is always a little subversive. He saw my pictures and 
said, "Gosh, I wish 1 could really look like that!" 

f • i rst you need a 
digitized picture of 
someone's full face. Try 
to select a portrait 
taken against a plain 
wall so that details will 
not intrude. Scan the 
picture into your 
.A.mign. 1 used an Epson 
ES-300C 24-bit flatbed 
scanner, but DigiVicw 
or even a M igraph 
hand scanner will 
work. You will want to 
fill a screen with the 
image. You can crop 
the image in ADPw or 
use the ADPro Scale 
Utility from Disk I of Vie Aiiexx 
Cookbook to fill your screen with 
the image without distortion. 
You are now ready to do some 
digital plastic surgery on your 
victim's face using MorphPlus 
by ASCKj. By using various 
vectors (see pictures), morph 
the face into something 
distorted, but not too distorted. 
You will want to play around 
u'ith the eyes especially. Also, 
don't forget to make the ears 
pointed and put subtle 
expressions around the mouth 
with short vectors. Tlie eyes 
and mouth contain most of a 
face's expression, but the 
nostrils, eyebrows, and ears 
also contribute. You can also 
expand the head's overall brain 
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Amazing Computing Subscription Questions 
PiM Publications, Inc. 

P.O. Box 2140 
Fall River, MA 02722 




Please remember, we cannot mail your 
magazine if we do not know wliere you are. 
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I -stiirlcd out by experimenting differently on each side of the 
face, and obtained a lopsided alien that wasn't that convincing. Then 
I remembered that most people will look really different if a facial 
picture of them Is divided by a mirror with both sides identical. 
Small differences in each side account for the two different looks. At 
this point, 1 took the lopsided imago into Ught24 on my Firecracker 
display board and cut a brush of one side of the face divided down 
the middle. Then, T made a mirror image of it, and pasted it down. A 
brush in smoothing mode softened the edges. I did the same mirror 
treatment for the other side and got an entirely different image. This 
time I didn't want such a symmetrical face, so I cut out the hair as a 
brush from one of the earlier different-sided images and also the 
nose. These I pasted doivn on the symmetrical face and smoothed 
the edges. I made slight iVlorphPlus and Light24 changes to this 
composite image to get the finished product. The only point to keep 
firmly in mind is not to make the vectors too long. Think of the 
picture as made of rubber and remember that all points not stitched 
down with the zero vectors will be affected. If your vectors are too 
long, the face will not look lifelike. Small changes, however, can 
result in humorous or alien effects, depending on how you alter the 
expression. You will learn what parts of the face really affect its 
expression as you continue to experiment. MorphPlus operates on 
complex mathematical and technical principles, but that's no reason 
not to have fun with itl 
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size somewhat, as aliens are always smart. Anyvvay, whenever you 
are moving part of the face outside the original head area, first "nail 
down" the outline between the head and the backgroimd with 
connected zero vfectors. These vectors don't mo\'e and they serve to 
prevent the background moving with the face area. If the back- 
ground is plain, this is less important. In the Warp Operator menu, 
make the vectors that carry the face outside the head area in front of 
the zero vectors. Then the pointed ears will pull over the back- 
ground without changing it. If you want to keep the irises in the eye 
round while mo\'ing the eyelids, then stitch them down the same 
wav. 



Please Write to: 

Merlin CiiUnivay 

c/o Amiizing Coinputiiij^ 

P.O. Box 2140 

Fall Riwr, MA 02722-2140 




1 .51 B6 I 



Vector I 1 [ Start X I 4t)«.ai<m| Y I 2ba.Bfetl« I Delta X [' -"ft . gZfg'fl Y £ 

Total )23 End X \"ST7:a~7eT\ Y rg5r7""S7ir4 | Group [Default 

MARP Operator Si 1992 Bv .aSDG J,ncorR.«>,ratec!:;, liHY NOT B£ RENTED, LENT OR L.EHSED j 



The Warp Operator 
interface after the 
vectors have been 
accepted. Keeping the 
vectors short, 
connecting them for a 
smooth transition, and 
doing only one small 
step at a lime will allow 
you to make any 
expression or deformity 
you wish. 
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by The Bandito 



[TJicse statemcnti and projections presented in 
"Roomers" arc rumors in the purest sense. The 
bits of information nre gnttrered In/ ii lliird-parti/ 
source from lehispers inside the indusln/. At 
press time, tliese rwiiors remain unconfirmed 
and are printed for entertainment value on!\i. 
Accordingly, the staff and associates of 
/bnazing Computing cannot be held 
responsible for the reports made in tiiis cohimn.l 

Golden Boys 

Has any«no ntiticed how much Gold 
Disk h.is groivn lately? They h.ivf expanded 
enormously from their early days, \vhen they 
W'cre a wee, small Amiga dei'eloper. Now 
Gold Disk has important packages for 
Windows and Macintosh as well as some of 
the best-selling Amiga software. Fortunately, 
Gcild Disk knows where their strength comes 
from, and they coiltinne to push their Amiga 
de\eltipment along with their Windows and 
Macintosh product lines. The Bandito 
appreciates that they haven't forgottLMi their 
Amiga roots, unlike some other erstwhile 
Amiga developers. 

Here's a model for successful softivare 
development on the Amiga that other 
developers would do well to follow. The 
Amiga's unique capabilities make sim-ie 
things much easier to create than other 
platforms. And once you make that software, 
you can translate that success to other 
computers where the sales are larger. The 
Amiga market has also had the advantage of 
being less expensi\'e to compete in; market- 



ing budgets are measured in tens of 
thousands, rather than millions. 

Another company following this 
.strategy is Virtual Reality Laboratories, 
makers of VistaPRO and Distant Suns. 
They've done very well putting those 
programs on PC's and Macs, but they 
continue to use the Amiga as their leading 
technology platform. The Bandito would like 
to sec more of this sort of Amiga develop- 
ment... any takers? 

Amiga Add-ins 

One of the more eagerly awaited extras 
for She A4000 is a SCSI interface card. Many 
people were disappointed that Commodore 
did not include a SCSI interface with the 
A4000, but instead chose to use the less- 
expensive IDE interface. The Bandito thinks 
this wasn't such a bad choice; after all, it kept 
the price of the A41K)I) lower, and for most 
hard drives IDE is cheaper than SCSI and 
offers effectively the .same performance. The 
differences appear when you try io hook up 
other devices besides hard drives, like 
scanners and CD-ROMs, or more than two 
hard drives or other devices. IDE is liinited 
to two hard drives; SCSI can have up to 
seven de\'ices on its chain. 

Commodore is coming out with a Zorro 
111 SCSI-1! card for the A4000, using the latest 
ill SCSI standards to give you exceptionally 
high performance. This card appears to be 
the fastest SCSI card for any platform; the 
Bandito hears that you'll get up to 10 MB/sec 



throughput — with the right hard drive, that 
is. This should allow for 30-fps animations in 
HAMS mode to be streamed from your hard 
drive. Now that's pretty cool, isn't it? Of 
course, 30 fps animations will take up a lot of 
room, but coincidental ly the only drives that 
can support that sort of data transfer rate are 
usually in the one gigabyte neighborhood — 
enough for a few minutes of really cool 
animation. 

While we're talking about cool new 
cards from Commodore, here's one that will 
sock you in the ear. The Big C is planning to 
ship their DSP (digital signal processing) 
card by mid-spring for the A4000; simulta- 
neously, AmigaDOS 3.1 will be released to 
support it. This card is blazingly hot; it's got 
an AT&T 32-bit chip running at 40MH2 that 
will blow the doors off of other DSI' chips, 
like the one from Motorola. What does this 
mean to you? Well, once the software 
developers get busy, quite a bit, actually. For 
starters, CD-quality audio, high speed 
inodems, and \'oice recognition are all 
eminently do-able with this chip. The old 
talking Amiga will sure sound a lot different 
with the right software, sez the Bandito. Ah, 
but what about the pricing of this miraculous 
piece of hardware? Well, it won't be all that 
cheap; the DSP chip itself is expensive. But 
Commodore will strive to keep the costs 
dovs'n, because they know how much this 
chip can do and they want many Amigas 
taking advantage of it. If the cost of the chip 
comes down, future Amigas may ha\'e this 
capacity built in. 
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Adobe for Amiga? 

Tlif Bandito is wondL'ritxg, .ilarig ivith 
other Amign usors, ivhv Commiidore still 
hasn't gotten around to making a deal with 
Adobe. It's iiico thai there's a Postscript 
driver in the latest version of AmigaDOS, but 
what desktop pnlilishers really want is 
Adobe Type 1 support for the Amiga. This is 
the standard in desktop publishing, and it 
should be part of the Amiga package. 
Compugraphic fonts just don't cut it, not 
when nil the service bureaus use Adobe or 
TrueType fonts. While you can find work- 
arounds to the problem, it would be a lot 
nicer if .Adobe fonts were the standard on the 
Amiga. Then Mac and PC users could add 
Amigas to their desktop publishing 
repertoire, if the advantages were pointed 
out. The Amiga could have an enormous 
advantage in desktop publishing because of 
the speed of graphics manipulation. Watch 
someone trying to move a big color picture 
on a Mac sometime and you'll really 
appreciate what a blitter can do for you. 

Speaking of coior pictures, this is the 
cutting edge right now in desktop publish- 
ing. Many people are looking to create a 
device-independent color standard. If the 
Amiga could be in the forefrtint of this effort, 
there would be a lot of sales potential to 
frustrated desktop publishers trying to get 
their color printing to match what they saw 
on their color monitor, Are any of the 
software developers up to the challenge? Can 
Commodore find a way to help out? There is 
one thing already on the list for the future 
that will help, and that's RTt; (retargetable 
graphics). This means that expanding the 



size and color resolution of the Amiga 
screens will be much, much easier. In order 
to compete effectively in desktop publishing, 
the Amiga also needs to add support for 
multiple monitors {creating enormous virtual 
desktops) and retargetable graphics for easy 
addition of two-page monitors. 

Amiga Games— Win Some, Lose 
Some 

riie Bandito has some bad news lo 
report about what you can expect for Amiga 
games. If you like adventure games, you 
won't like this news: Sierra Online has 
dropped ail Amiga support plans for the 
tinic being. They say they gave it their best 
shot, but the sales were just not enough to 
justify the costs of developing for the Amiga. 



The Computer 

Service and Repair Video 
AMIGA Edition 

This video represents six years of first fiand 
experience repairing tJie Amiga Computer , 

Covering everytliing from basic theory of 
operation to our special tricks and tips sec- 
tion litis video is sure to save you many 
hours of unproductive diagnostic time , For 
both the user who would lilce to understand 
inner workings of this amazing computer to 

the experienced technician tliis video can 
save you time and money . 

Send your cliccif or money order for 
$39.95 + $5.00 Shipping* handling to 

J & C Repair 

PO Box 70 

Rockton PA 15856 

Allovr 4-6 ffeeka for delivery 



VIDIA 



• Amiga Books • 

Put your mind on afterburner. 

VIdIa Guides are packed with iniormation and star 
the computer and software you love most. Every 
VIdia Guide is a manual extender, not a manual 
replacement You gel tiard core info; stuff that you'll 
use every day. Every Vidia Guide comes a 100% 
money hack guarantee. You'll be amazed at what a 
little txxjk can do. 

ARexx • Amiga DOS • Workbencli 

Directory Opus • PageStream • Pro Page 

DPaint ■ Programming • Text Editors 

Coming soon: ARexx resource and source code 

book, guide to Video Toaster 

For more information and a catalog, circle our 

number on your reader sen/ice card. 

Vidia, POB 1180, Manhattan Beach, CA 90266 



Circle 16S on Reader Service card. 



Circle 190 on Reader Service card. 

Of course, their gnnies re^illy require n hard 
disk, nnd thiit cuts down on the size of Iheir 
piilenti.il nijrkel, too, especially in Europe. 
While some of Sierra's early Amiga products 
weren't all that well done, their quality had 
come up quite n bit. In particular, their 
Dynamix subsidiary had produced some 
vei-y nice Amiga versions of PC games — 
check out Red Biinm, if you haven't seen it. 
Still, it's an annoving occurrence, and one the 
Bandito hopes doesn't become a trend. 

The Bandito has also heard tli.il 
l.ucasiilm Games may he dropping Amiga 
support; the latest Iniiiiiiiii joiii'f game will be 
its last Amiga title. It's the same old set of 
reasons: not enough sales, too many disks, 
and too much development effort. 

What can we do to prevent companies 
from dropping Amiga support? It may no! 
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be possible, but there are some things we can 
trv. Buy more software, and don't pirate it. If 
you know of a pirate, try to make him slop. If 
vou see a pirate BBS, report it to the 
companies they're ripping off. Ask for 
.Amiga software at the various softu'are 
chain stores; the more people who ask, the 
more likely they are to carry it. 

There is some good neivs coming out 
from some game companies, though. 
Microprose is said to be developing a version 
of Civilhalioii to run in AGA mode on the 
Amiga. And we will probably see some AGA 
Amiga games from Psygnosis, too. And if 
Commodore sells enough AGA Amigas, you 
can bet we'll see more games appearing for 
them. Where there's a market, there's a 
product. 

Eye on CD-I 

The latest salvos in the CD-ROM wars 
were fired last Cliristmas. Big bucks were 
spent in ad\'erlising tr\-ing to sell CD-ROM 
systems. Unfortunately, none of it was spent 
advorti.sing CDTV. According to the 
Bandito's informants, television commercials 
appeared for Tandy's VIS, Segn's Sega CD 
and CD-I at Xmas, though not for CDTV. 
Philips is also in the middle of a massive 
print advertising campaign for CD-I, using 
several different two-page spreads in 
expensive magazines like Scii'iitific Anii'iiam. 
CD-I players were also in evidence at various 
soft^vare stores and at Blockbuster video. 
Even with that, though, CD-I plavers didn't 
exactiv leap off the shelves. Once again, 
people slopped before buying when 
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controntL'd \vi(h thu b.i.sic question: why am 1 
spending S600 for ftiis thing? 

The games for CD-I are weak; siime 
iviiashc'S of old favorites, like Dij'cudcr of the 
Cmvn and Batthahifi, and some looking like 
Drngon'f Lair rotro.ids, as u-ith£>aj|v from 
Ct/lhTcilii. With thill funky CD-I controller 
(it's called a "thumbstick") you can't have 
any really fast arcade games — the hardware 
isn't really up to that, either. Not that 
CDTV's controller is all that great, (hough. 
Anyway, the point is that if what you're 
mainly interested in is playing games, your 
best het is a Nintendo or a Sega; there's 
plenty of games for them, and the machines 
are cheaper than anything else. 

If what yoLi want is educational stuff for 
your kids, tlien maybe CD-I or CDTV offers 
something for you. But if you already 
happen to have a Macintosh or an IHM. then 
for the same $600 you could buy a CD-ROM 
drive for vour computer and have a lot more 
software to choose from. 

If what you want is a computer that lets 
you pln\' games, have access to CD-ROM 
titles, and is expandable, and you don't 
already have a computer, then CDTV is the 
right choice. But either there's not a lot of 
people out there like that, or else 
Commodore's marketing hasn't lioen on 
target. The Bandilo thinks the answer is a 
combination of lioth. 

Anyway, Philips may not have the best 
hardware to sell, but they sure have been 
spending money on adv'crtising to make up 
for it. Unfortunately, their CD-I ads are long 
on style and short on substance. Nary a 
screen shot to be seen; even the TV ads 



didn't show vou the screen, except in one ad, 
a brief, off-angle shot that lasted for a 
traction of a second. N'o wonder people 
.iren't buying; who wants to pa)' ShllO for 
something without knowing what the output 
is? At leas! the VIS ad on T\' showed lots of 
screens, though it wasn't exactly clear what 
you did with the machine. All the screen 
shots were static, which is a good idea when 
vou have an S02K6 dri\-ing a 24-bit display 
under VVindo/.e. That hardware/software 
combo gives new dimensions to the concept 
of patience. 

Still, with sales still going nowhere after 
all that advertising. Philips may begetting 
de.sperate about CD-I. They've spent nearly a 
billion dollars so far, bv some estimates, on 
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CD-I. With unit sales in the low lens of 
thousands, vou don't have to be a Nobel 
Prize wirmer to figure out that they haven't 
realized a profit on their investment yet. 
Their corporate performance as a whole has 
lieen dismal lately, with huge losses and 
layoffs. So ^vhat can they do? They can stay 
the course and hope that things turn around 
for them. They can cut their losses and run, 
though that would be taking a rather 
expensiic bath. Or they can try something 
dramatic to invigorate the market. 

Philips is hoping that their upcoming 
iMPEG full-motion video module for CD-I 
will do the trick. This will be built into future 
CD-I players, and possibly offered as an 
upgrade to current CD-I owners. The plan is 
that with this module, you'll be able to play a 



full 72 minutes of Vf IS quality video from a 
CD. Philips figures that this will be a hot 
seller; adding a pseudo-laser disc feature to 
the CD-I player will make it irresistible. The 
Bandito sees a few problems with this rosy 
projection, though. 

The best estimates have the minimum 
additional costs for the FMV add-in to be 
S200 retail, and possibly more. So the CD-I 
player becomes 5799 once again, the price at 
which Philips had trouble selling more than 
a few thousand units. Anyway, for thai price, 
you can now play 72 minutes of video from a 
CD. So what? You can buy a VHS recorder 
for S20(), play tapes up to (S hours in length, 
choose from tens of thousands of titles at 
really low prices, and you can record your 
o\vn TV programs if you ivant. Or if you 
want to spend 5400, you can get \'ery high 
quality laser discs that store a whole movie, 
and choose from thousands of titles. Seems 
to the Bandito that CD-I offers le.ss features 
for more money, a surefire way to lose sales. 

Sure, sure, part of the plan is to have 
products include full-motion video; you 
know, games with talking heads, like thai 
Sherlock Holmes CD-ROM. Well, when the 
CD-I player is playing video, it doesn't have 
the bandwidth to do anything else, so the 
more video a game has, the less interactive it 
becomes. It's not like you're going to be able 
to control a character in a mo\'ie and make 
them run and jump just like in an arcade 
game. So this feature may not be all that 
wonderful in convincing buyers to part with 
their hard-earned dollars. 

The Bandito thinks it's hopeless for CD- 
l no matter what they try, unless they 
succeed in getting better softv^'are. CD-I (and 



m 



The 

nderground 
source 
for AMIGA® 



Computer 
Shopping 
Network 



Never pay retail or mail 
order prices again. 



Voice orders (615) 577-5100 

Mulituser BBS (615) 573-8888 

300-9600 baud 

FAX orders (615) 577-1170 



circle 121 on Reader Service card. 



M.iKci/ 1993 71 



CDTV, lUuI all Iho otlior CD-KOM machines) 
is still missing thai magical "killer app"— the 
piece of software so compelling, so useful, 
that you just have to buy She hardware to get 
it. Maybe that piece of software is possible to 
create, and maybe it isn't. But without it, a 
CD-KOM machine is a tough sell. 

Philips is looking into some options, 
though. One avenue being contemplated is 
to cut a deal with Apple so that CD-ROM- 
equipped Macs might be able to run CD-I 
discs, in some sort of bizarre CD-I emulation. 
This would dovetail nicely with Photo CD 
compatibility of both Macintoshes and CD-I 
players. And there were some big announce- 
ments last year about a deal between Philips 
and Nintendo, so that Nintendo's CD-ROM 
player for its Super NES would be CD-I 
compatible (somehow). But this seems to 
have fallen through; now Nintendo is 
announcing (or rather, reviving) plans to 
develop a CD-ROM drive in collaboration 
ivith Sony. (Originally, Nintendo had cut a 
deal u'ith Sony; then they announced a deal 
with Philips; now the deal with Philips isn't 
being talked about any more, while they are 
re-announcing the deal with Sony. Rather 
confusing, but the Bandito suspects that poor 
CD-I sales are at the root of it.) 

On the positive side for CD-I is that 
they hired Gail Wellington, late of 
Commodore's CDT\' division, Or, rather, 
Optimage hired Gail as VP in charge of sales 
and marketing. Optimage is a company set 
up by Philips to produce and market CD-I 
authoring tools. So maybe there is some hope 
for CD-I after all, if someone as savvy as Gail 
Wellington is signing up with their team. (Or 
maybe they just offered a great salary.) 

There's one finnt trick that Philips might 
pull, They are a very large corporation, and 
they just might be interested in picking up a 
computer company; perhaps Commodore 
might be acquired by the Dutch giant. 
Philips would gain some rather nifty 
technology, a competiti\'o position in the 
computer market, and perhaps some ideas 
that might make CD-I more successful. But 
the Bandito thinks it's unlikely; Ir\'ing Gould 
probably doesn't want to sell, and Philips 
seems to be too convinced of the rightness of 
their course. Well, we'll just have to wait and 
see ho«- it all turns out, won't wo? The 
Bandito's prediction: both CD-! and CDTV 
will become footnotes to history. Some other 
CD-ROM device will be the breakthrough 



product that makes CD-ROM a hoLisehold 
device. Maybe, if Commodore is on the ball, 
itwillbeCDT\'*iI. 

3D0 Revealed 

r.leclronic Arts' new venture, formerly 
called SMSG, has now been dubbed The 3DO 
Company. No more informati\'e, but it does 
roll off the tongue a little better. So what 
have these people been working on, 
anyway? The Bandito hears that they're 
working on some really spiffy CD-ROM 
hardware; it's some sort of game machine 
\vith incredible custom chips and a fast CD- 
RO.Vl dri\e built-in. The interesting part is 
thai 31X5 has gotten several major hardware 
companies lined up to manufacture this 
device; the idea is to make it a standard like 
VHS VCRs. Who designed this hardware? 
None other than former Amiga hardware 
gurus RJ Mical and Dave Needle have been 
laboring in secret for quite a while. The last 
project they worked on, you may recall, was 
the handheld Lynx game now sold by Atari. 
The Bandito hears some incredible things 
about the graphics and sound capabililv of 
this machine; de\'elopcrs are very impressed 
with the hardware and the marketing plan. 
No word yet on exactly what it does, ho^^' 
much it will cost, or when you might see it, 
but the Bandito will be fishing for stray data 
in the oceans of cyberspace. (Right nov\', the 
Bandito's best guess would be Christmas '93. 
Could this be the ultimate game machine 
that Trip Hawkins wanted the Amiga to be? 

Legal Proceedings 

The Bandito occasionally gets bored 
ivith incredible in\'entions and awesome 
graphics, and then it's necessary to check on 
how the legal battles in the high-technology 
world are proceeding. Nothing like legal 
briefs to make you crave for press releases, 
the Bandito always says. Anywav, here's the 
latest word; Electronic Arts has settled its 
legal disputes with the cable sports network 
ESPN, Both sides were throwing lawsuits at 
one another over EA's use of the Electronic 
.^rts Sports Network (EASN) logo in various 
sports games: ESPN thought it looked a little 
too much like Ihe ESPN logo — which it does. 
After the lawyers racked up a good chunk of 
billable hours, here's the fina! result: EA has 
to change the name of the EA Sports 
Network, and has agreed to advertise its 



games heavily on ESPN, Sounds to the 
Bandito like EA lost that particular battle. 

Vteanwhile, Accolade is the winner in 
its legal action against Sega; vou mav 
remember that Sega had prex'ented Accolade 
from selling Accolade's unauthorized 
Genesis cartridges. Now Accolade is free to 
make their own version of Genesis cartridges 
without a license from Sega, This may mark 
the beginning of the end for the video game 
companies' dominance of the software side 
of their business. About time, too. Many 
game companies are cheering, but the war 
may have been won just as the battlefield 
moves to CD-ROM. And the Bandito 
predicts they'll start fighting all over again... 
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o look Ql the Video Tocisler's role in 
l>ro€luclion. 



b(r le; Paul Hoble^ 



Valencia-based 1-oiindation Imaging is ono of the first effects 
companies to make extensive use of tlie Vidai Toiister version 2.l)'s 
spectacular 3D rendering. Helmed by visual effects director Ron 
Thornkm, a \'eteran of 77(i' Addains, Fniiiilu, Highhmder II, and Dr. 
VWw, Foundation is using the Video Toaster almost exciusively to 
create outtcr space effects for the upcoming Babiflon 5 sci-fi 
television pilot. Tliornton's innovation was to couple the \ersatile 
3D graphics rendering capabilities of version 2.0 to a network of 
low-cost Amiga lOlHls as output devices, to bring stunning high- 
quality computer graphic imaging (CGI) within the grasp of low- 
budget productions, such as Bciln/hm 5. 

Bitlnflon 5 is named after a space station orbiting a planet that 
has become a United Nations of inter-galactic intrigue. "This 
Casablanca in space is primarily a mystery story set in an artificial 
environment modeled after the old L-5 concept of the 50's," says 
computer imaging director Paul Beigle-Bryant. "L-1 was the first of 
a series of 2fW7-like space stations that ended with L-5: a long 
cylinder (not unlike Arthur C. Clarke's conception of Rama) which is 
spun to provide artificial gravity, in the center of which arc trees, 
lakes, and grass. 

Thornton, an Englishman, began experimenting with the 
Toaster in 1990, producing video images for composer Todd 
Rundgrcn, which brought him into contact with NewTek program- 
mer Allen Hastings. "Then it was still very much in its early stages," 
admits Thornton. "It all would have been difficult to produce a 




show with il." But Hastings improved the Toaster's capabilitv with 
input from Thornton. "It's an astonishingly brilliant 3D program, " 
says Thornton of the Toaster 2.0. "Hastings has put in nearly 
everything %ve asked for. Some capabilities have been pretty \\'ild 
and esoteric. He's a fan of this type of genre — he reallv wants to 
make it work." 

Tliornton partnered with Paul Beigle-Bryant last March to open 
the doors of Foundation Imaging, when Babylon 5 got the green light 
from Warner Bros. "His knowledge is in creating custom networks," 
says Thornton. "Using standard desktop computers we render 
images as good as anything made off of a quarter-million dollars 
worth of equipment. You'd spend more than our entire effects 
budget on Biibyltiii 5, which is $250,000, for one of those machines." 
Thornton and Bryant are quick to point out that their company 
is not limited to producing CCl. "You can never use just one tool. 
You have to stay open-minded. But Babi/km 5 just stank of CG. It 
could easily be done. They were fairly reluctant at first to try it. 1 did 
some tests and they loved it. If you bid the job as a model, it came to 
a crew of si.v working sis weeks, plus materials, just to build this 
humongous space station. 1 did it CG myself in two iveeks," says 
Thornton. 

But how does their work compare to pre\'ious computer- 
generated space environments, such as Digital Productions' 
simulations for The Last Starfi^Iiler, a CGI ground-breaker in 1984, 
with images rendered by a $15 million Cray X-MP super computer? 

'"^ou have to be careful 
about making that comparison," 
Bryant points out. "The level of 
technology thev were using versus 
our current level of technology is like 
comparing apples and oranges. The 
kind of processing power we have 
today in leading edge desktop 
systems doesn't gel anymore 
powerful than this. I'm quite sure 
that if you actually added up the 
amount of processing power, 
memory and advances in rendering 
algorithms that ha\'e been made over 
those ten years, you can say that 
today's system is actually more 
powerful overall than the Cray. The 
Lnst Slarfi^^hhr was something for its 
time. We have vastly better tools 
than they had, at a fraction of the 
price." 

Foundation Imaging is 
producing 80 shots for the pilot of 
Babylon 5, estimated by Thornton at 
about one-forlh the cost of filming 
effect \vith conventional moans as on 
Sinr Tick: The NcxI Ci'ik-rntim. "We're 
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duinj; >il least SI million wtirth oi effects," he insists. "Taking into 
account the coinplexilv of the ambitions shots we're planing, they 
would almost be impossible to do by traditional means, We're not 
doing it to sho\v off. We're doing it to allow the show's creator 
freedom to come up with unusual ideas." 

Foundation employs more people in the model shop lo 
produce t\vo shots than there are in the computer area to produce 
the rest of the show's effects. " It's very satisfying, once you've sent 
your scene to be rendered, to see it come back (in a matter of hours) 
fully comped," admits Thornton. "You don't have to do your model 
passes, go to dailies, pick a take, go lo the optical department, pull 
mattes off it, do line-up, wedge tests, etc. It's very archaic in a way 
that people still use that technique for television." 

A Typical Shot 

I'reliminarv work begins with the script and storybonrd. Once 
a creative approach is agreed upon, physical production can 
commence with stage one — the drafting operation. Wireframe 
models of the ships are made using the \'ideo Toaster's Li<;hlicmv 
3D program, manipulating the subjects in real-time so that perspec- 
tive and orthogonal views can be previewed and modified. 




lnteracti\'e translation, rotation, and scaling of objects can be 
adjusted with the supplied mouse. Lightwave 3D also permits the 
creation of detailed storj'boards. 

Surface detail is added by mapping polygons, the minimum 
units of detail used by the computer to remember surfaces. When 
the beautiful organically shaped Vor!<in Mothership in Babi/hu 5 
decelerates, a huge umbrella-like shield is deployed, analogous to 
the giant blossoming petals of a flower. The inside blue texture is 
animated as thrusters open and close and little jets of flame spit out. 
To achieve this effect, Thornton created several \-ersions of the 
model. "First, a key version is constructed; then we create metamor- 
phosed targets. You undergo a point-to-point morph, so that the 
points or edges of polygons mo\'e from their original positions in 
the key model to the positions of the morphed targets." 

Next, textures arc added. Each surface is named according to 
the axis it faces, thus determining the kind ot detail needed. "For 
example, if there is a decal in a certain area of the ship, (hen you 
must make sure it is named differently from the rest of the poly- 
gons," explains Thornton. "When creating a list of surfaces on the 
model, you begin assigning textures to the just like painting-by- 



numbers." The yellow and black spottiness found on the organic 
Vorlon ships is generated by the Toaster using a random fractal 
pattern. 

Much computer art of the past carried with it a surreal 
cleanliness — the new pristine characteristics of CGI found in earlier 
films like Twn and The Lift Stnrfightcr. Computers tend to render 
objects with a kind of .sterile perfection. To counter this look. 
Foundation Imaging uses Toaster techniques lo dent ships, place 
fuel stains, burns and carbon scoring on engine exteriors in an effort 
to create the w-ell-used, worn look that characterized the spacecraft 
in Sdir Wars and Alien. Textural subtleties like dirtv mattes can be 
overlaid on the surface just as one would dirty up a miniature with 
an oil brush. A second- or third-image matte can be placed on top t)f 
this to simulate specularity. "The technology has been around for a 
long time," Thornton admits. "We're not really using anything 
hugely new, just using it in a different way." 

Backgrounds are created as separate objects for the ships to 
pass in front. For star fields, single-point polygons or white dots are 
generated randomly inside a sphere, encompassing the entire 
illusionary stage encircling the computer model of Bu/iy/oii 5 and the 
planet around which it is orbiting. A nebula can be a simple cloud 
with a painted texture mapped onto it. Even an actual constellation 

sky map could be inserted for 
an accurate representational 
\'iew of (he niglil sky as seen 
from the Earth, if required. 

"Essentially speaking, what 
you have is a fully equipped 
production studio inside you 
monitor," offers Bryant. "All 
the.se facilities are inside as 
^\'ell. Our set for Babiflmi 5, 
electronically speaking, is five 
kilometers across. The space 
station as been scaled a half 
kilometer. The universe that 
encircles it is a five-kilometer 
boundary. You can move lights 
or objects anywhere within that 
space." 

The individual elements are 
loaded into the lavout are 
similar to bringing miniatures 
and lights onto a sound stage, 
hi effect, the programmer 
becomes a "mathematical 
cinematographer," with the 
computer's abstract version of 
"paint by numbers." 

At which angle will the 
lights be placed? To answer this 
question, one must consider the texture of each object, as well as the 
position of the sun in relation to the plane! and ship. Metallic 
surfaces reflect light onto other objects and are composed of 
highlights. Available light types include distant (directional) sources 
like the sun with highly parallel light beams, point sources with 
variable intensity fail-off, spotlights with adjustable cone angles and 
soft edges, or multiple colored light sources with gels and animated 
flickering intensities. 

"Once the cone angle is defined, you can position your camera 
in the middle of the light, as if it were invisible, to see exactly where 
the light is looking if you want to illuminate a particular spot and 
track it," says Thornton. "For harsh sunlight in space, you would 
use a distant light source creating parallel beams across the entire 
universe inside the machine. No matter how much you move in 
space, the angle of light will never change. As the object turns, the 
shadows will change over it. You could synthesize moi-ement of the 
sun for a speedy time-lapse effect by changing the angle to create an 
elongation of shadows, but that's unrealistic," (In NASA shots, one 
never sees the sun traverse over the space shuttle. By the same 
token, an eclipse might be arranged by passing the ship into the 
planet's shadow.) 
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At this slagf, kcyfraniL's iiru rendered to see lunv Ihe finishod 
product will look, so lights can be moved nnd nmbieilf levels 
adjusted. This process is similar to exposure wedging a normal 
miniature shot. 

Whether or not objects will cast shadows must be specified at 
this juncture. The computer tries to simulate reality, so when an 
object is lit, one mu.st decide if the background should carry its 
shadow. Naturally, a planet thousands of miles awav would not cast 
a shadow on a starfiold. But it would on a ship passing its termina- 
tor. The Toaster allows for accurate, ray-traced shadows, including 
adjustable self-casting and receiving shadow options. 

"It's vers' expensive to create shado^vs in terms of time," says 
Thornton. "If vou render a frame without shadows, it will take only 
five minutes. Our shadows tend to go black ^vith no ambient light 
levels — harsh lighting like in 1001. In Tlic Lift SUirfi^ililcr, the 
creators didn't trace one shadow in the whole show. We're tracing 
shadows on every single shot." 

Another important benefit computer generated images is the 
crisp, first-generation look arising from special effects composited 
straight to Dl. By keeping everything within the digital domain 
until the last minute, there is no image degradation or generation 
loss. The flexibility of computer simulation permits any number of 
elements to appear simulta- 
neously in a scone without the 
need for complex matting. 
When one films miniatures bv 
traditional methods, the shots 
become more complicated 
optically as elements are added. 
One shot in The Cnthcring, the 
pilot for Bnbiilon 5, has 200 ships 
on screen at one time, easily 
beating the previous record for 
motion-control elements in a 
composite shot held by Return 
ofthejedi. This offers unlimited 
possibilities to television 
writers. If you want an entire 
fleet to attack a station, feel free. 

Backgrounds 

CGI works particularly 
well in a space \'ehicle like 
Biibi/hii 5. since one doesn't 
have to worry about a center of 
gravity in .space. Miniatures 
always have that problem due 
to external means, such as a 
pylon, holding them up. In 
2007: A S/wcc OiU/ssty, Kubrick 
suspended the actors and 
miniatures over the camera in 

order to simulate a weightless environment, as well as to hide the 
wires with their bodies. Toaster users need not concern themselves 
with this constraint and can operate outside the bounds of gravitv to 
tell their story — which is definitely in keeping with the realities for 
hardware in uuter space. 

Since the camera and lights can track anv object during a scene, 
the camera, lights, and objects are each assigned channels for a 
particular x-y movement. This can relate to zoom, doll)', pan, tilt, 
etc. Keyframes are assigned for a particular position on screen. As 
with motion control, one must always be aware that the linear or 
spline-based curve continuity be correct for the intended path of 
motion. Overshoots are possible if a curve is too steep. Double key- 
frames or ease-ins and ease-outs can be added to pre\ent this, but 
the best method is to load the path in the layout and obser^'e where 
the wire-framed objects travel. 

"You can actually connect backgrounds to spaceships if you 
want, or any other object, which normal mo-co can't do," observes 
Thornton. Objects with mo\'ing parts such as claws or spinning 



antennae naturally get more complex. To create the shot of a "vortex 
gate\vay" with lights flashing on and off, one required envelope 
animations equivalent to 25tl channels of motion control. Each had 
to have its own motion graph, really complicating matters. 

Motion 

1 he movements of the camera and performers — in this case the 
ships, lasers, exhaust, stars, and planets — can now be rehearsed and 
defined with the precision of a eel animator's exposure sheet, and 
with great deal more fluidity besides. Again, all this is accomplished 
in real-time interactive mode so there's plenty of visual feedback for 
the technical director to see the action as it's being created, and to 
take it through all the nuances and subtleties of performance found 
in real-life character. 

At this stage final decisions concerning motion are made. It 
also becomes possible to record these wireframe movements on 
tape, enabling them to be edited into a rough assembly for creating 
sound effects. Because one is dealing with objects that don't 
physically exist outside the realm of the computer, all this can be 
accomplished very early in the production process, before principal 
live-action photography actually begins. This capabilitv' is usually 
unhearti of with special effects sequences generated by traditional 




mechanical or optical means. Each step can run in parallel as well, 
such is the beauty and leeway of computer animation. 

Rendering 

Once the lighting and movement have been approved, after 
rendering one or tu'o frames throughout the course of the shot, then 
the information is submitted to step four; the rendering stage. 
fouiidatioji's render engine, as it is commonly referred to, lies within 
an industry-standard climate-controlled environment so that its 
computers don't overheat from being in continuous operation, An 
array of central processing units is each connected via network to a 
central server — a massively large hard drive with 5GB (thousand 
millions) of storage and 64MB of memory. Foundation currently has 
an arzay of eight standard Amiga computers with high-speed 68040 
processors and 32MB of system memory — all for the unattended 
rendering of frames in photorealistic color via parallel processing. 
Each Amiga carries a segment of a scene and all render that scene at 
the same time. Depending upon the complexity of the shot, the 
computers take five hours to render an average 400-frame scene of 
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nbout 13.5 seconds' durntion. Thu tola! time required fur one person 
to niLiko nny given shot is about one or twodays for modeling, 45 
nainutes to program and put together the scene, and five hours to 
render it. 

"We ha\'t' more than enougii power to do the shou'," adds 
Bryant. "We can use just eight .Amigas because that's all we need. 
We have space to add three moro bays v%'hich would increase the 
processing power significantly. 

"Should power ever fail, an unintcrruptable power supply 
triggers an automated sequence in the computer which safeguards 
all files presently loaded. After 10 minutes it shuts itself down. It 
also conditions the power perfectly against dips and spikes caused 
bv people in adjacent rooms using drills and saws. Ninety-five 
percent of all power interrupts last for five seconds or less, which is 
more than enough time to bring the entire system down. After 10 
minutes the server senses what's \vrong i\'ith the UPS, it disconnects 
from all systems currently active, closes all its files, and shuts itself 
down. When ptiwer returns, the scr\'er comes back on and all the 
engines running software will pickup from where they left off. It's 
virtually indestructible. E\ ervday the entire system is backed up on 
2.5GB DAT tape." 

Finally, the composite reaches the stage where it is transferred 
to video. There are several means of outputting this information, 
depending on what format the end product is required. There is 
even support for a letterboxed aspect ratio for cinematic or HDTV 
scene design. "We do our move tests on recordable laser disk," says 
Thornton. "Then we can dump directlv to tape from the LVR. Or we 
can change the file format of the final RGB frames, make a tape 
backup and I'einstate them on an Abacus digital disc recorder, then 
output it as Dl which is probably about tlie best quality you can get. 

"At the moment, the end result is going straight to \'ideo 
because that's what we've been required to do. But there's no 
problem transferring to film. Tlic Liriiiinwiivi- Mnn was done to the 
same resolution as we're doing B-5, which is only TV-res. But then it 
went through the Gemini process at the Post Group; that anti- 
aliased it again and put it onto film, and the results \vere good." The 
Lawiiniouvr Miw was cartoonv but it was designed to look that way. 
Like Trail, its sterile look was posited as an artificial environment, 
make up of the cold, voltaic impulses existing inside a computer. 

"I wouldn't suggest using it in a major film u'here you're doing 
stuff to the standard of Tenniitiitor 2. You could certainly deal with it 
in terms of lower-budgeted mo\'ies and create effects that would 
probably be as good as if you were using standard 35mm." 

Another benefit of electronic compositing is that there are no 
matte lines. "We're edge detectors. When wo look at things we 
detect the edge first, then make up our mind what it is from that. 
When vou see a matte line, it's realh' obvious e\-en though it may 
not be that [pronounced]. It becomes more obvious because of our 
means of border detection." 

Other effects Foundation is designing with the Toaster call for 
hovering semi -autonomous recorders with cameras u'hich follow 
passengers around the Babylon 5 station ii la Big Brother Is Watch- 
ing. Thornton planned to combine the live action 35mm film wMth 
their CGI in post-production at the Post Group. 

"We have to render them a matte on an alpha channel making 
it a 32-hit image. 24-bit images use the 16.8 million colors that the 
Toaster is capable of generating. The extra 8 bits is a transparency 
map jbasically a hoid-oul matte] which is also anti-aliased so you 
don't get a matte line with it. It's absolutely perfectly registered to 
the pixel. It's never off." As opposed to being pin-registered for 
steadiness in a 35mm motion picture camera, it's pixel-registered 
here. 



arguable ivhen considering Hollywoods visual anomalies (i.e. 
hearing sound in a \'acuum, flame exhausts, mo\'ing starfields, etc.). 

"In the past, explosions in space have all been hokc\' and 
unreaiistic because you don't flame in a vacuum," says Bryant. 
"There are no thermal dynamics in space — the bits come straight at 
you." Foundation is making completely digital explosions — 
weightless ones designed to look exactly like NASA shots of 
exploding bolts when the stages of a rocket separate. "There's a very 
small flash and then all the tiny debris flics straight out." 

Conclusion 

Xotos Thornton: "1 prefer doing technical effects that have a 
certain amount of realism. E\'erybod v out there who's doing 
computer stuff is doing floating chrome blobs, checkered land- 
scapes — stuff like that looks like CG. After a while it gels old. It 
suffers from overkill and starts to lose its punch. We're not doing 
the typical flying and zooming in and out that you can do with CG 
because it pulls [viewers] away from the general pacing of the 
shoi\\" 

Adds Bryant: "Essentially, we're tying to model reality. We 
don't want people to look at it and say 'that's very nice CG,' because 
then we've lost it completely. We've been contracted to produce the 
visual image — not to do it CG." 

With this in mind, Thornton and Brvant are using traditional 
miniatures for certain scenes where it would be difficull and 
impractical to incorporate computer graphics. "You can't discount 
using miniatures for certain areas where you've got to use them," 
concludes Thornton. "There's sometimes no substitute lor shooting 
highspeed." Foundation has constructed a round working 
miniature to film the natural tree and grass environment found in 
the station's center. "The amount of data invoh'cd in a tree is huge 
(very polv-intonsivo). Take a handful of trees and you've got the 
same amount of polygons as in the Babylon 5 space station." 

In terms of equipment, Thornton claims they are not doing 
anything particularity unusual. "We're just putting it together in an 
extraordinary way and taking a very different design philosophy. 
First and foremost is our design sense." 

.According to Br)'ant, "Tlic fact that our overheads are 
significantly lower means we can produce very competitive pricing. 
But at no time will we say wo w'M do it because u-e can do it ciieaper 
than anyone else. We do it because it's the best i\'ay to do it." 

"Usually when people are looking for just the cheapest 
alternative without regards to quality, they're not the sort of clients 
ive want. We want to deal with people who really want to ha\-c a 
good job; obvioush', if they save money at the same time, that's 
great!" echoes Thornton. 

An o\erriding consideration in e\'ery production is to make 
things affordable. Science fiction priced itself out to the television 
market in the '70s and '80s with expensive, non-thought-pro\'oking 
shows like Buck Ru^citi and Bintk'star GtjIncUcn. People insisted there 
was no room for sci-fi on TV, yet Sfi?r Trt'A- has been on since its 
cancellation, sometinies two or three times a day. With CGI, 
producers can now afford to make effects shows at a price that 
won't break studios' budgets. Hopefully, Babylon 5 will lead the 
resurgence of a big boom in science fiction of television. As part of 
that resurgence, the Video Toaster may revolutionize the visual 
effects industry for TV. 

•AC* 



Explosions 

Another interesting innovative concept deals with 
Foundation's treatment of explosions in space. Typically, live-action 
pyro is shot high speed and the appro\-ed explosions are scanned or 
"digitized" into the computer from the original negative via the 
frame grabber. Sfi7r VViirs explosions ha\-e now become cliches in 
their own right, and the question: "What is reality in space?" is 
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Shell Graphics 



Last month we looked at several editors which can help you make 
your Amiga a more efficient machine. This month, we will look at another 
editor, as well as some other programs which can help you use graphics 
on your Amiga. 



Have you ever needed to innke a liard copy of what appears on 
your screen? As a writing teacher, 1 linvo. At the beginning of each 
year, I usually introduce my students to using a word processor. 
Since I have more than 20 students per class but only four comput- 
ers, J lin\e found the best way to do this is to print a copy of tlie 
screen that appears on the word processing program we will use to 
do our writing assignments. Then, instead of crowding around our 
overused conipiLters, I can give each student a printout and discuss 
the ruler and t)lher items of the word processor before Ave ever 
begin. 

CIMPHICDUMP, found in the Tools directory of the Extras2.0 
disk, will send whatever is on the front screen of your computer to 
the printer. About ten seconds will elapse from the time you execute 
the conunand until printing starts. This allows you time to rearrange 
your screen if you wish. In fact, when doing a graphicdump of a 
screen that has pull-down menus, this gives you time to return to 
that screen, pull-down a menu to expose the items in the menu, and 
hold it to make a graphicdump of all the items in the menu. Be sure, 
though, thai you continue to hold the mouse button down until the 
entire document is printed, for GRAPHICDUMP will print what is 
on the screen at that moment. If you release the mouse button and 
the items disappear from the screen, the\' also will not be printed. In 
fact, when playing around with this, I repeatedly pulled-down the 
"File" menu of a program I was making a graphicdump for and 
released it. It had alternating lines printed, with alternating iteit\s 
missing from it. Interesting! 

Several arguments arc available to make the printout the size 
you want. If )ou want the screen to be 1/4 the total width allowed 
by the printer, you should specify the TIN"!' option. The SMALL 
option will make it 1/2 the total width, MEDIUM will make it 3/4, 
and LARGE will make if the full width. The height will automati- 



cally be adjusted so as to be propoi'tionate to the width. An example 
of a typical command line follows; 



GBAPHICDUMP MEDIUM <RETURN> 

If none of these options are suitable, you can choose the exact 
size you want. To do this, specify the nimihcr of dots wide you wish 
the printout to be by the number of dots high. Here is an example; 

GRAPHICDUMP 200:100 <BETURH> 

This will produce a fairlv small printout, 

To view pictures on the Amiga in the past usually meant 
acquiring a shareware or commercial program of some sort. On 
\-ersion 2.04, DISPLAY can be used to view graphics saved in IFF 
ILBM format. It is found in the Utilities directorv of the Systems 
disk. There are a number of options available for use with this 
command. It is well worth knowing some of them. 

First, though, let's begin with some basics. On the simplest 
le\'el, you can specify a single picture to \'jew using DISPLAY. To do 
so, simply type the following on the command Une: 

DISPLAY PICTORi; <IIETUH11> 

If you ha\'c two pictures you vwint to \iew, simplv list them 
one after another, like this: 

DISPLAY PICTITREI PICTDHE2 <11STDSH> 

If you use a set of pictures frequently in your work, you may 
want to create a script for them. To do so, simply use a text editor to 
name the pictures you want to include. Then you can simply name 
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thiit scrip! nil [lie ciiiiini.iriLl tiiiL', using tin; FROM iir^iimcnl. 



DISPLAY PROM SCRIPT tRETURJlJ 



When more than oiii.' picUire is used, you cnn ndviincc pictures 
by pressing Ctrl-C. 

Thfrt' are more options, though. For exiimpie, you can print 
pictures if vou \vant. According to my manual, here's what you do. 
First, on the command line, you need to tj'pe the following: 



DISPLAV OPT P <RETURN> 



Tlien, when Ihe picture is displayed, you can press Ctrl-P and 
the picture will be sent to the printer. Actually, I have found that the 
"OPT P" switch is not needed in this situation, 1 simply press Ctrl-P 
when 1 want a picture, regardless of whether the OPT switch has 
been executed or not, and out comes the picture on my printer. 



It you u'ant to loop vour pictures in a script so that ihoy 
continuouslv cycle without ending, use the L option, like this. 



DISPLAY FROH SCRIPT OPT L «RETURM> 



This would be especially beneficial if your .'Xmiga is on display 
for long periods of lime. .'\s people pass by, the pictures continue 
advancing. When the last one is shown, Oie cycle begins anew. For 
this type of setup, though, you reallv should use this option along 
with a time specification. You can de.signate the number of seconds 
that each picture will remain on the screen before advancing to the 
next picture. Here's how you do it: 



DISPLAY FROM SCRIPT OPT LT=10 <RETDRH> 



Tlnis will alUnv each picture to remain on screen for 10 seconds. 



Be sure, though, that you continue to hold the mouse button 

down until the entire document is printed, for 

GRAPHICDUMP will print what is on the screen 

at that moment. 



If vou have a lot of pictures you ivant to print, include them in a 
script and then type 



If vou want to use vour Amiga much like a slide projector, then 
vou should type 



DISPLAY FROM SCRIPT OPT P <RETOHK. 



and vou can print them one at a time as they appear. 



DISPLAY FROM SCRIPT OPT M <IIETUI!N> 



Doing this will give vou mouse control over the advancement 
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cif pictUTL'S. 'I ho sek'ctinn (lull) biillon will .Ki\niia' In llu' next 
picture vvhik' Ihe menu (right) biittun will ivlurn In iIil' pre\'iiius 
picture. There are a few mtire options, which arc apparent if you 
examine the format/template, l-or most users, though, these are the 
ones that will be most useful. 

The final program we will look at loilay works in connection 
with the previous two, at least to some degret;. It is PRINTERGFX, 
an editor found in the Profs directory of the Systems disk. As its 
name somewhat implies, it concerns the printing of graphics. 

When the PRlNTflRGl-'X window opens, you will see several 
gadgets, most of which may be unfamiliar to you. A discussion of all 
of these is impossible in n short column, but we Ciin highlight some 
of the more important ones. Since relatively few peopk' use cokir 
printers, at least from what I've experienced, 1 won't deal at ail with 
features involving color. 

At the top center of the window is a gadget called Smoothing. 
This feature attempts to smooth, or make less jagged, any diagonally 
drawn lines. Depending on your printer, printer devices, and other 
items, this gadget could cause vour graphics to be printed more 
slowly. You decide whether the clearer print justifies the loss of 
speed. 

Just to the right of the Smoothing gadget is the Left Offset. This 
feature determines hoiv far from the left margin you want vour 
graphic(s) to be printed. The measurement is determined in inches. 
An alternative to this gadget is just below it, called Center Picture. 1 
prefer this feature, for it centers the graphic on the printed page. 
Center Picture and Left Offset can not be used simultaneously: you 
must choose one or the other. 

In the left center of the window are several gadgets lined up 
verticaih-. Of these. Dithering and Shade refer to color aspects, so I 
will bypass them and briefly outline the other three. 

Scaling changes the size of an image, and this feature works in 
connection v\ith the Limits setting just to the right. Image lets vou 
decide whether you wish to print a positive imago of your graphic 
or a negative image, much like a negative of a photograph. Aspect 
determines whether your picture is printed "tall" or "wide," to 
borrow fnim u^ord processing language. 

Since PRINTERCFX is realiv an editor, that means that vou can 



sa\e ytuir settings as we diui last month u'ilh the otlier editors. Then, 
vou can call up each setting depending on the type of setting you 
need. Say, for example, that you set the Center and Smoothing 
gadgets and save them to a file called "PrinterGFX.dump" which 
vou want to use whenever vou want a graphicdimTp of a window. 
I'Vom your command line, 3'ou would type 

PRINTERGFX PREFS/ PRESETS /PRINTERGFX. DUMP USE <RETURN> 

Remember that using the USE switch prevents the editor itself from 
opening, thereby saving time and effort. 

If you decide the above file is one you always want to use, you 
may want to save it so that it's settings ore always in force. To do so, 
you would type the following: 

PaiNTERSFK PREFS/PHZSETS/PRINTERGFX.DUHP SAVE <RETTJPH> 

Once again, without opening the PRINTERGFX window, this file 
will be sa\'cd for permanent use; that is, until you replace it by 
sn\'ing another file. Of course, it goes without saying that all of these 
settings must be set originally from within the window itself. 

if you'\e never done much work with graphics before, this will 
give you a good start. Tire best way to become familiar is to just dive 
in and play around. Experiment with different settings and different 
graphics until you discover what vou like. I think you'll find that 
graphics can be fun and rewarding. 
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3rd ANNUAL WORLD OF 
COMMODORE 

Sydney, Australia 
July 2 to 4, 1993 

The second annual World of Comnnodore (July, 1992) 

attracted more ttian sixty international and Australian 

exhiibitors, witti more than $2 million in retail sales. 

More than 30,000 people paid to visit the show over 

three days! 

Expressions of interest in the 1993 show are now being 
accepted. Package deals ore available including 
airfare, accomodation, space, and shell scheme. 



For more information, please call: 
In Ttie United States and Canada: 

Ramige Management Group, 
1-416-285-5950 or FAX 1-416-285-6630 

In Australia: 
61-2-906-5088 or FAX 61-2-906-4893 



Coming up... 



In iliL' month.s nheiid. Amazing Computing will 
co\x'r a wide \iiriety of topics impoitiint to you. the 
Aniigii LLser. 

In April \vc will ha\'e look at productivity on the 
Amiga. ^C will feature in-depdi reviews of products 
like .\la.\ilMan e\: CanDo. 

In May. AC will look at the latest innovations in the 
world of desktop publishing and design. Who has 
the best tools to work with? Find out in this issue. 

For all the best .'\iniga information and for expert 
tips, hints, and tricks along with all the latest 
prodi:cts and sendees to hit the .r^niga market, ttirn 
to Annizitig Computing. 

Don't miss an exciting issue! 
For subscription information call: 

1-800-345-3360 
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International 
Sports 

Challenge 

Rob Hays 



Let's face facts. The chances 
that any of us vvilJ have the 
opportunity to compete in the 
next Summer Olympics are 
somewhere between slim and 
none. However, thanks to 
hllcrimtional Sports Clteillciigc 
from Empire Software, we can 
compete in six different Olympic 
events, all while sitting in front 
of our Amigas. 

The games begin with a 
question to be answered from 
the manual. These concern 
training schedules for one of the 
fpur athletes profiled. These are 
alst) the athletes that up to four 
human players choose from in 
order to compete. The computer 
supplies opponents to round out 
the competitions. 

You can choose to compete 
in any single, or any combina- 
tion of events, or go for the gold 
and compete In them all. If this is 
your choice, you'll begin at the 



marathon, then proceed through 
each of the other sports. The 
marathon event requires the 
most strategy of any of the 
included sports. It is also the 
most complex scenario, and 
takes the longest to complete. 

The main marathon screen 
shows a scrolling side view of 
your runner and his immediate 
surroundings. This is a five-level, 
parallax display, with fore- 
ground and background levels 
all smootlily scrolling. Changing 
scenery and spectators helps 
relieve the boredom that can set 
in on a hvo-hour plus run. There 
are five subsidiary screens in 
addition to the main running 
screen. Each of these provides 
information on subjects such as 
split times, weather, a route map 
for planning, and the runner 
control screen. This is where you 
can adjust your runner's effort 
and rhythm, and monitor his 
fatigue and fluid levels. 

Each event, except the 
marathon and show-jumping, 
consists of several individual 
competitions. The diving event 
has a total of 16 different dives. 
The swimming competition 
contains four different strokes 



o\'er three distances. Cycling is 
divided into sprint and pursuit 
type races, and shooting consists 
of trap, skeet, and two other 
types of target shooting. Many of 
the events also allow you to 
compete at several different skill 
le\'els. 

Let's face another fact. 
Other than strategy and eye- 
hand coordination, in sports 
there is very little that can be 
simulated on a computer. While 
this is also true of International 
Sports ClMllengc, I have to give 
Empire high marks for their 
control details. In the swimming 
events, you must match side-to- 
side movements of the joystick to 
a bar gauge on the screen. 
Different swimming strokes 
require a different rhythm of 
movements, and, \vhen a beating 
heart appears in the bar graph, 
you have to press the fire button 
to breathe. Pressing the button 
when the heart isn't visible will 
result in your swimmer getting a 
mouthful of water. The other 
events have similar constraints 
to remember. 

The game is supplied on 
three floppy disks, and has a 
rather strange set of require- 



ments. It requires a joystick and 
Workbench 2.0, but won't run 
properly on accelerated Amigas. 
Although the disks can be 
copied, they cannot be installed 
onto a hard disk, and cannot be 
run from the Workbench, 
requiring the computer be 
booted from the game disk. In a 
typically British fashion, the 
game does not recognize any 
external floppy drives you have 
attached, but the video display is 
corrected for U.S. standards so 
that you can see all of the 
screens. 

The 56-page spiral-bound 
manual includes short histories 
of the modeled sports, and their 
places in the modem summer 
Olympics. The graphics and 
animations throughout are 
nieel)' done. The things I disliked 
about this game were incompat- 
ibility with hard disks and 
accelerators, and the fact that the 
marathon is run in near real- 
time. Tills is probably done for 
consistency x\'ith the other 
events, but two hours watching a 
figure running is a bit much. 

This may not be the 
ultimate sports simulation, but 
overall it deserves at least a 
bronze medal. 
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Seeing is Believing 






24-Bit GraphiOWvldeo System 



Cieate title screens combining 
scanned images, clip art and otiier 
elements using OPAL PAINT'S wide 
array of tools and modes. 




OpalPaint's image processing modes 
will alter any area or an entire image. 
More than a paint program, OpalPaint 
is a complete creative environment. 
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Chalk Pendt! 



Wotercdof 



"j OpalPaint 



OPALPAINT'S exclusive real-world 
Artist's Tools and paper types bring a 
new level of artistic creativity to If^e 
Amiga. 



The Reviews Are In. The Experts Agree. 
OpalVision Sets A New Standard of Excellence. 

"Quite simply, It's a spectacular product." 

— Amiga Computing Magazine 

"Undoubtedly the finest, most professional paint program to arrive on ttie Amiga." 

—Amiga Format Mogozine 

"OpalVision is awesome!" 

— Camcorder Magazine 

"Professional quality at Itils price can't be turned away." 

— Amigo User infecnationol Magazine 

"OpalVision is an amazing deligtit." 

—Hank Tucker, Producer (or Disney TV Animation 

"The verdict was unanimous —brilliant." 

—Amiga Shopper Magazine 

"OpalPaintisinmy opinion ttiebestpaintprogram currently available in the United 
Stales for ttie Amigo." 

— Ttie Amiga-Video Journol (AVID) 



The OpalVision Main Board 

> A true 24-Bit frame buffer and display device wltti 16.8 million colors ovaiiable 
for every pixel 

■ Uncompromised. 24-ffit higher-ttian-broodcost-quality, crystal-clear images. 

> Standard Amiga graphics and animations can appear in front of or behind 
OpalVision images on a pixel-by-pixel basis. 

> Performs double-buffered 24-Bit and 15-Bit onimotion in medium and low 
resolution modes and S-Bit double-buffered animation in all resolutions. 

> VLSI grophics coprocessor enables resolution chonges, stencil modes, a host 
of transition effects and smooth scrolling between screens. 

• "Palette-Mopped" design updates screen colors in real-time. Fade pictures in 
and out and change their palettes on the fly. 

> Double buffered full 24-Bit, 15-Bit and 8-Bit true color modes, 24-Bit and 8-Brt palette- 
mapped display modes. Duel Royfield and Overlay Priority stencil modes. 

> Priority mask definition specifies foreground/background areas in 24-Bit images. 
I Microcode graphics processor for system control, priority switchiing, hardware 

scroiiing and panning. 

> 20n$ video switch to freely mix Amiga and OpalVision graphics. 

> Expansion connectors for available Fromegrabber/Genlock and Scan-Rate 
Converter hardware modules, 

> Expansion socket for the 'Roaster Chip." a live video special effects 
processor, 

> Automatically self-configures for NTSC or PAL operation, 

• 24-Bit RGB output with video bandwdth >7 MHz, Equipped with 1 .5 MB 
of display RAM. 

• An internal cord wtiich operates in any Amiga computer with a video slot. 




Opal Paint 

Everyone is excited obout OpalPaint, In fact, nearly everyone who's spent any 
time using it says it's ttie f nest, most professional paint program on ttie Amiga. 
And witti good reason, tfs Fast. Real-time. Full 24-Bit. OpalPaint gives you 
complete control over OpolVision's 16,8 million color palette, Includes a full- 
range of drowing tools and an expandable library of image-processing modes 
with adjustable parameters, complete texture-mapping capabilities, 
tronsparency and color gradients, multiple work modes, nozzle brushies, pre- 
defined palettes and many otfier comprehensive tools. Unique and powerful 
features like real-world "Artist's tools" ond paper types, multiple stencil types, 
virtual memory support and compatibility with the pressure-sensitive Wacom 
drawing tablet provide a level of support for artistic creativity never before 
available on the Amiga, 

Opal Anim MATE 

Our powerful new animation player lets you run OpalVision animations at rates 
of up to 60 frames per second. It works in 8, 12, 15, 18 and 24-8it modes and 
features selectable screen sizes from 32 x 20 to 768 x 286 pixels. Feotures on 
easy Workbench interface, dynamic DMA allocotion for best frame rates on 
slower machines and will play animations directly from a hard drive. Our delta 
compression feature creates smoll files and fast playback rates. Create 16- 
million color animations using your favorite 3D rendering package and play 
them back through OpalVision! 

Also included are Opol Presents!, an icon-clrrven presentation program, 
OpalVision Hot Key. a powerful and very useful image display utility and the 
world's first 24-Bit gome. King of Korofe. 




OpalAnimMATE offers real-time 
playback of anmations created by 
ray-tracers, landscape generators, 
morptier$aridallother24-Bitsoftware. 
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Amiga Developers Create OpalVision Software 

OpolVislon displays all standard IFF 24 images ond is instantly compatible with 
virtually oil Amiga 24-Bit software. At the some time, all of the Important Amiga 
developers are creating new versions of their programs which directly support 
OpolVision-specific, advanced features. Here are just some of the tittes that 
ore already available or soon to be released: 

AclivQ Internallor^al - Reol 3D 

ASDG - Art Deportmenl Profossional and Morph Plus 

Adspec Programming - Aladdin 4t> 

Btack Belt Systems - ImageMoster 

SCALA - MultlMedla 200 and IntoChannel 

GVP - Imoge FX ond Cine Moiph 

Octree Softwaie - Collgori; 24 

RGB Computer & Video - AmiUnk Video Editing Products 

Amazing Computers - Tronsportei single trome recording soHwctre 

teKture City - Texture City 24-Blt Image libraries 

TecSoH - TV PainI 

Progressive Peripherals and SoHwore - iO Professional 

OpalVision also works with the Amiga 4000 and the AGA chipset! 



The OpalVision Main Board is the core of a complete video system. 

Enhancement fvloduies are on the way which odd exceptional graphic and 
video features to the OpalVision Main Board, Create a complete video 
production studio by adding some or ali Of the OpalVision Expansion modules. 
The modules connect directly to the Main Board without tying up Amiga slots. 

Frame Grabber + Genlock Module 

24-Bit real-time framegrabbing and befter-ttTan-broodcost-quality genlocking with 
S-Video, RGB and composite inputs and outputs. Real-Time video effects, 
tronsifions and color processing. 

Quad-input Production Switcher 

Complete video switching capabilities. Includes four S-VHS, four composite 
and one RGB input. Three outputs: Composite. S-Video and RGB, Combine 
two live video sources, 24-Bit OpalVision and Amiga-generated graphics. 

OpalVision Scan-Rate Converter 

Perfect for desktop publishing and graphic arts applications. Generates flicker- 
free 24-Bit and Amiga graphics. Can also be used as a separate 24.Bit frame 
store for muftimedio applications. 

OpalVision Roaster Chip 

Amazing, complex Digital Video Effects, Real-time processing of live video. 
-piclure-in-Picfure" copobility. Includes pre-made effects and provides for the 
creation of custom effects. 



OPAl PRBSBNTSl includes numerous 
buill-in transitions tor image 
sequencing and presentation. It also 
triggers CU and AREXX commands. 




The OpalVision Roaster Ctiip 
transforms any video signal in real 
time. A wide variety of complex DVE's 
are Included, or create your own! 




Ciaat9d by: 
Svdnay. Australia 



Manufactured and Distributed by: 

Centaur Development 

P.O. Box 4400 

Redondo Beach, CA 90278 

Phone: (310) 542-2226 
FAX: (310) 642-9998 
BBS: (310) 793-7142 

For information: 
1-800-621-2202 




'^ttw GHp ore trodemaiks oJ Opol Fechnology. Lrd_ King ol Katcts oncH_ 
cmd pRklucI nonrtH ore trademark^ ot f»gis!ered ttodcmark^ ol ihsir r«^9*cttv* 
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BilFs Tomato Game 

what is a poor tomato to 
do? After escaping a trip to the 
local farmer's market, Terry 
Tomato and his red-juiced 
girlfriend, Tracy, bounce their 
way back into the tomato patch 
they called home. But peace and 
quiet were not to be theirs as 
Sammy the Squirrel snatches the 
bright-red Tracy and scampers 
back up a very unusual vine. 
Any ordinar)' tomato would be 
at a loss, but Terry is anything 
but ordinary. With an ability 
unlike your garden \'ariety 
tomato, Terry can bounce his 
way to save his beloved. 

Terry bounces up Sammy's 
vine to encounter leaves, 
insects, and ten magic worlds. 
In each magic world, Terry 
encounters ten different puzzles 
to be solved. The object of each 
is to cross the puzzel and make 
it to the conveyor belt. 

The only help Terry has 
along the way is a very short 
list of tools. Fans are used to 
blow the bouncing Terry along 
his route. Trampolines allow 
the tenacious tomato to 
continue his bounce past harms 
way. Jeremy Jack-in-the-box, as 
well as a few of his brothers, 
will give Terry the added lift he 
needs at just the right time. 
Gift-wrapped blocking boxes 
allow Terry to stop his progress 
at just the right time. Each 
puzzel has a different number 
of tools, not every puzzle has 
access to each of these tools, 
and not every puzzel requires 
the use of all the tools available. 

A few short hours with 
this program — yeah Bill's 
Tomato Game can easily soak up 
hours of concentration- 
sharpens your skills at problem 
solving. The interesting part of 



these puzzels is that they are 
small, neat solutions that require 
the proper placement of your 
tools and, in some cases, the 
accurate timing of your bounce. 
Sometimes you must rely on 
blind luck to get your perishable 
hero through a difficult level. 

Psygnosis is no stranger to 
the value of a good multilevel 
puzzel game. Their famous 
Lenwihigs has been transfercd 
from its original Amiga format 
to almost every concievable 
game platform except the back of 
cereal boxes. Lemmings has won 
acclaims from almost everyone 
(including the 1991 AC Readers' 
Choice Awards) for the game 
that delivered a variety of 
different level puzzels with a 
similar set of tools for each 
solution. 

Bill's Tomato Game is 
definetly not a Lemmings knock- 
off. Psygnosis has provided at 
least two other products to gi\'e 
Lemmings addicts additional 



playing time with their favorite 

little characters. Oh No More 
Letiiminifs and Lemmings 11 Tribes 
(please see the description in the 
CES article in this issue), which 
are almost certain to become best 
sellers in their own right. 

Bill's Tomato Game is a 
unique, and sometimes 
frustrating, problem solving 
journey. This in no way 
deminishes the game. A good 
puzzle needs to frustrate and 
then provide a few glimpses of 
hope to keep it interesting. 

Interesting is a good ^vord 
for Bill's Tomato Game. Its great 
sound effects and smooth 
animation make it a pleasure to 
play. The art is colorful, 
attractive, and provides a 
positive \'iew as you ponder 
each puzzle. 

The only downside could 
be the music. While the bright 
sound track is pleasant enough 
in the first few times it is played, 
it becomes a little draining when 




faced with a difficult level where 

all you want to do is get the 
crazy Utile bouncing BLT 
component across the screen. 
However, sound effects and 
music can each be turned of from 
the "radio" on the original menu 
screen. 

Bill's Tomato Game is hard 
disk installable with off-disk 
copy protection. Don't lose the 
instruction book; the codes listed 
along the sides of the pages are 
necessary to get you started. At 
the end of each puzzle accom- 
plished, you are given a 
password which will allow you 
to quit the game and restart at 
the level you left. 

Is Bill's Tomato Game 
another runaway best seller? It is 
hard to say. Bill's Tomato Game 
is a bright, breezy, fun way to 
spend hours solving puzzles 
filled with colorful characters 
and fun saeound effects. U is a 
great game for quick minded 
adults and sophistacted children. 
However, after a session of Bill's 
Tomato Game, you may never 
look at spaghetti sauce the same 
way again. 
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Information 



International Sports 

Challenge 

Ready Soft, Inc. 

30 Wrenlham Court, 

Unit 2 

Richmond Hill, 

Ontario 

Canada L4B 1B9 

(416) 731-4175 

Inquiry #245 



Bill's Tomato Game 

Psygnosis 

29 St. Mary's Court 

Brookllne, MA 

021 46 

(617) 731-3553 

Inquiry #246 



84 Ajuazisg Computing 



CES W'93 



11iL> WinterConsuniLT IZlectronics Shn\v 
'93(Las Vcsas, Novoda, J.muary 7 tlirougli 1 0) 
onco rigixiii .iltrnctud thuiisiinds of nlk'ntici-s 
to view liiindreds of companies \'ying for 
natice of their newest products. CES has be- 
come a pro\^ing ground for new technology 
and the attention it will receive from the 
public. 

One sure way to attract attention is to 
havea celebrity in yourbooth for autographs. 
Roger Clemens, the famous Boston Red Sox 
pitcher, also known as "The Rocket," was 
available from II a.m. until 2 p.m. at the 
Acclaim Entertainmen! Booth on Friday. He 
was there to promote Acclaim's newest video 
game for the cartridge market, Roger 
Clemens' MVP Baseball. 

But not all celebrities are athletes. 
Kasparov, celebrated as the undefeated world 
chess champion, \vas on hand to sign auto- 
graplis in the Saitek Industries Ltd. booth on 
1-ridavtosupport both their Kasparov Travel 
Companion chess computer and their 
Ktispiiwv RISC 2500 home model. However, 
when it is all over, it is the products that most 
attendees remember and this year there was 
a variety of computer and associated prod- 
ucts to see. 

The Commodore Booth 

Commodore entered CES after a \'ery 
dramaticseveral months. CBM had justintro- 
duced the Amiga 600, 4000, and 1200, as well 
as new operating systems, the new 
AmigaVision Professional release, and an 
upgrade card for the A3000T. The Commo- 
dore booth echoed these triumphs with the 
current product line of Amigas on display 
from CDTV's assorted products to the new 
Amiga 600 Viihial Raitil}/ or RohoCop 3 retail 
packages. 

One unannounced and undocumented 
attraction was an implementation of MI'liG 
video compression being plaved in real time 
on the Amiga 4000. The coding was per- 
formed on a Sun workstation (recjuiring a 
great dea! of time) with the final result being 
five minutes and 44 seconds of video (sound 
was not included) compressed into an amaz- 
ingly small 51.5MB. An MPEG video decoder 
board was created for the video card slot of 
the Amiga 4000 and the Amiga played the 
video information back in real time. This was 
possible even as the Amiga performed other 
tasks and disk operations. Some minor 
pixclization was noted during the disk opera- 
tions of other programs, but the effect was 
minimal. 

The imago was created in 352 x 240 
pixels X 30 fps in 24-bit color. The actual 
d isplay was 704 x 480 pixels x 30 fps d ue to the 
interlace ability of the iMl'EC chip CBM was 
using. The Bonjovi music video Blaze of Cloni, 
created for the movie V'ii!()i_\; Guns II, was used 
as the video backdrop and tlien genlocked 
into the Amiga 4000 displa)'. 

Aside from Commodore's new retail 
packages, they alsopublicized the new "Power 



Commodore 




Commodore's CES presence was fitghliglited by new consumer programs plus an arcade 

area supplied by American Laser Gomes. 



Up" progra m. The progra m a 1 lo ws u sers who 
purchase an Amiga 4000-25/120 between 
January 1, 1993 and March 31, 1993, to receive 
directly from Commodore ASDG's Art De- 
parlment Pwftv^knuil'''' and Electronic Arts 
Ddiixcl'miil IV"^ ACA. The entire package 
lists for S2693. 

The Amiga 1200 can also be purchased 
for S599 in the "Power Up" program and 
consumers recei veSoftWood Inc.'s Final Copy 
1.3"'' and Electronic Arts DeluxePaint IV™ 
AGA from Commodore. This is a SftOO sav- 
ings off of the suggested list prices for the 
products individually. 

Also in the CBM booth was St Claire 
Interactive Communications (AC, V8.1, p. 96) 
who were demonstrating their wide variety 
of interactive kiosk systems, Great Valley 
Products demtmstrated their remarkable G- 
Lock genlock which works on all models of 
.Amigas, RGB Computer & Video showcased 
the AmiLi nk/C I (Consumer Ind ustria 1) video 
editing system ^vhich offers A/B roll editing, 
complete interface with the NewTek's Video 
Toaster, as well as control of up to six sources 
and one record Panasonic AG 19hO. 

Gold Disk provided hands-on demon- 
strations of VideoDirecfor, a videotape edit- 
ing system with VCR-style controls to select 
and catalog "clips. "Clips from multiple tapes 
can be arranged in any order and 
VideoDirector will control a camcorder and 
VCR to create a finished tape. To control most 
VCRs and camcorders, VideoDirector comes 
complete w i th a Smart Cable seria I port inter- 
face. 

The Miracle Piano Teaching System"' 
frosn Software Toolworks, Inc. was also on 
display. Introduced for the Amiga in 1991, 
the system has 1,000 piano lessons and a 
remarkable success rate in teaching all ages 
how to play the piano. And American Laser 
Games (And furthermore, p.96) provided a 
display of their latest arcade games to give 
attendees a chance to see a more colorful side 
of Amiga technology. 



Psygnosls Does It Again! 

Psygnosis, who rose to fame with their 
addicti\e, award-winning Latnnings, an- 
nounced a variety of now games and even 
newer platforms. Bill's Tomato Game (Di- 
versions, p. 81), is a briglit new problem- 
soK'ing game. While the scenario, art, and 
style are different in this game, it iseasy to see 
that Bill's lA'ill generate the same wide appeal 
to audiences as Lemmings did. 

Psygnosis also announced the release of 
Lemmings II. Lemmings II is the sequel to 
Lemmings and brings the same intellectually 
challenging,fast-pacod play. Havingsur\-ived 
the perils of Lemmings and Oh Nol More 
Lcnwiitigi, the Lemmings hn\e populated 
every comer of Lemmingland and evolved 
into 12 distinct tribes. In addition to their 
basic skills, each Lemming tribe has devel- 
oped unique behaviors which are specifically 
suited to masteringthedangers found in their 
corner of Lemmingland. But, you'll have to 
save them again, tribe by tribe, bringing them 
all together for a final exodus. Lemmings 11 
offers technical improvements like four-way 
scrolling; rich, sampled sound effects and 
music; and an innovative modular design 
that will allow extensive customization of 
fu turo onha ncements in sound and video sup- 
port. Lemmings II is due for release at the end 
of February and will list for $59.99. 

Creepers is another problem-solving 
game from Psygnosis. You must save the 
caterpillars from Boiling Oil or Hungry Black- 
birds facing the machines, the tools, the fans, 
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Psygnosis intends lo keep Its entertainment edge 
with CD-ROM games, Dracula and Microcosm, 
and the introduction of Lemmings II. 
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CES is not just computers! 
Whether it's Sharp's LCD display video 
camera (above), Fisher's new Studio 24 
CD player (above right), or Tyco 
Industries' Garfield talking phone (right), 
CES always dennonstrctes the latest in 
innovation. 



the squishcrs, .inti tho bombs. Creepers fea- 
tures over 70 levels, 16 soinu1tracl<s,animnted 
sequences every U) levels, multiple difficulty 
grading, and multiscreen viewing with a 
S49.99 list price. 

Walker is a fast-paced shooting ad\en- 
tu re to sa\'c a p<ist-a poca ! vpt ic world . Wn I ker 
excelsin detailed artworkand snuiatli anima- 
tion, e\'ident in the way the Walker "bead" 
tracks the crosshairs of the firing control- Gun 
temperature, shield strength, and more are a 
major consideration in gnmc play. The hard- 
disk installable game will be available in 
March for 544.^5. 

Hired Guns is a four-player role-play- 
ing game in the first person. The five-disk 
game will also be available in AGA for the 
new Amiga 4000 and the Amiga 1200. The 
game is hard-disk installable, contains 30 
piecesoftnitstanding music, and will be avail- 
able in March for around Sii9. 

Microcosm is a journey within a human 
body in a life-and-death fight to save the life 
of a VIP. As pilot, your mission is to remove 
the terrorist's Crey-M device with a variety of 
submersibles and a range of weaponry- by 
negotiating vourway through the complexes 
of blood vessels and capillaries in route io the 
brain. The proposed launch date of .Micro- 
cosm on CD-ROM for \'arious formats is the 
Spring of 1993. 

Encapsulating the finest elements of the 
new Francis Ford Coppola blockbuster, 
Dracula, you become the \'ampire-obsessed 
Harker determined to defeat Dracula in his 
various guises. You will cross lands of varied 
terrain and meet hundreds of vicious crea- 
tures in your mission. With over 13 minutes 
of original and fully-interactive movie foot- 
age, Dracula, the game, on CD-ROM for as- 
sorted formats has a Spring '93 proposed 
launch date. 

Domark 

AV-8B Harrier Assault flight simulator 
is a multi-role strategic, tactical, and opera- 
tional scenario with "Gung Ho" dogfighting. 
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Domark's AV-iSI5 provides full flight model- 
ing including Vortical Short Take Off/Land- 
ing(V5TOL) and Vectoring in 1-orward Flight 
{VlFF).AsCommanderof the Rapid Response 
Force charged with the mission to reinstate 
(he local government and regain human rights 
for its citizen.s, vou set troop objectives, fly 
support on attack and reconnaissarrce mis- 
sions, and more. Using artifical intelligence, 
the enemy reacts to each situation in a realis- 
tic and strategic manner. The scenarios are 
I im i tless, for rea l-ti me reponses to y ou r actions 
influence the eventual outcome of the war, 
Harrier Assult was designed by Simis Soft- 
ware and will he available for Amiga by Feb- 
ruary, 1993 at $59.95. 

Domark's Virtual Reality Studio 2.0 for 
North America isscheduled to shipby Febru- 
ary, 1993. VRS 2.0 now provides high-end 
functionality allowing users to more easily 
design, create and distirluite custom 3-D 
worlds. Users will be able to create worlds by 
using objects provided in Clip Art Library. 
To make object selection easier, Dtimark 
provides a Clip Art Catalog vvith the pro- 
gram. VRS 2.0 also allows for simple point- 
and -click creation of spheres making VRS 2.0 
the only complete 3-D design tool available in 
an end-user price range. Other features new 
to VRS 2.0 are Flexicubes, Fading and Trans- 
parent Objects, VCR-Sty le Playback Function 
and Double the Number of Control Com- 
mands. Virtual Reality Studio is available for 
Amiga at a suggested retail price of $99.95. 

Ocean of America 

In Cool World, plavers take on the role 
ofcartoonist lack Deobs,creatorofCool World, 
in the cartoon land home of the knely i lolli 
Would and other characters called Doodles. 
Deebs' entry to Cool World lca\-es the door 
open for the Doodles to escape to the real 
world. Now they are running around Las 
Vegas and it's up to the gamer to get them 
back to Cool World. But first tho gamer must 
battle through Cool World, which turns out 
to be full of dangers itself. Priced at $49.95. 



Playing Cornelius, Elf gamers tra\el 
thnuigh enchanted woods, mines, forest thick- 
ets, mountain peaks, and jungle swamps in 
.search of Princess Flisa, capti\e of the evil 
Necrilous. More than fiO locations with eight 
multi-level quests, additional pursuits and 
hundreds of mini-challenges. SRP— $39.95. 

In Epic, the mission is no less than the 
salvation of all the races of the Federation. 
Convoy an entire civilization of people to 
new worlds. Gamers control the head of the 
convoy, in the cockpit of one of three, ad- 
vanced lipical starfighters of awesome power 
and destructive capabilities. SRP-$49.95 

Espana: The Games '92 allows you to 
experience track and field, su'imming and 
diving, and tough one-on-one competition 
sports like boxing and fencing. There are 
more than 30 events and eight teams. Gamers 
pla\' in anv of foui- langtiages, and may choiise 
a team's coimtry to represent. SRP-$39.95 

With Hook, Ne\'erland is more danger- 
ous than c%'er as gamers, plaving Peter Pan, 
seek his kidnapped children and their captor. 
Captain Hook. Vortical scrolling, with 3-D 
and 2-D views, add new dimensions to the 
gameplay. SRP-S49.95 

Lethal Weapon is based on the adven- 
tures of Los Angeles cops Roger Murtaugh 
and Martin Riggs. Gamers arc faced with a 
veritable crime wave, in ^vhich thev must 
duckand dodge impendingdoom in thesub- 
way, a shopping mall, office buildings, and 
the \vnterfront — where one wrong mo\'c will 
set them face-to-face U'ith ra\'cnous sharks. 
SRP-S49.9.T 

Using a variety of dominoes, each with 
a different mo\ement, makes Push-Over a 
serious challenge for any gamer. As tho 
spunky ant moves through this labyrinth, his 
strategy must accommodate special domi- 
noes u^ith erratic mo\'emcnts. SRP-S49.95 

in The Addams Family, the conniving 
Abigail Craven is after the Addams' hidden 
fortune. She first recruits Uncle Fester, then 
using him, along with her minions, captures 
other members of the ."Addams Famil v. It's up 
to Gomez to search for Pugsley, Wednesday, 
Moriticia, and Grannnv and restore Uncle 
Fester's memorv. After dodging sinister crea- 
tures and outwitting de\ious traps, Gomez 
winds up in the underground \-aults of the 
mansion, ready for a confrontation with the 
evil judge. SRP-S49.95 

Wizkid's light-hearted storyline is as 
wacky as its graphics: Wizball. Wizard and 
Nifta The Cat, the game's three heroes, mu.st 
track down their long-time nemesis, Zark, in 
Tho Land of Wiz. Gamers can choose to be 
anv one of the three heroes — each of ^vhom 
possesses unique characteristics — as they set 
out to collect as many kittens as they can, 
while bopping Zark's nastv minions with 
bricks. SRP-$39.95 

More Games! 

Read vSoft's Dragon's Lair III: The Curse 
of Mord read brings Dirk back. In revenge for 
her brother's destruction, the evil witch 
Mordread has captured Dirk's beloved fam- 
ily. Dirk is on a frantic quest through time to 
save Daphne and tho children before they are 
trapped forever by Mordread. SRP-S59.95 



KL'iidySoftiilsoiinnnLinLcd Combat Classics, a combinntiDn pack- 
age of F15 5lrikr E,!;^h II, bSS Allack Siih, and Team Yimktv. at a SRP of 
S49.95. King's Ransom, Pacific Islands II, and CyberSpace are all new- 
releases for April. 

A-Train is the latest Software Toy™ from Maxis. A-Train chal- 
lenges you to build the metropolis of \'Our dreams, with a railroad as the 
transportation hub, and develop a city around a clean and efficient 
public transit system. SRP-S69.95 

Roctec, Sharp, Panasonic, and More! 

Roctec Electronics Inc., makers of Amiga Roctec drives and more, 
announced the P.l.P. VIEW. P.l.P stands for picture-in-picture and 
Roctec is the first company to offer this feature in a remote control, 181- 
station, cable-ready box that can be attached to anv existing television. 
Because the P.l.P. can switch from four separate input sources, P.l.P. 
could be an AV switcher capable of augmenting a Video Toaster 
workstation and more. Available in both PAL and NTSC, the P.l.P. has 
a suggested retail price of 5149.95. 

One iwnl product shown at CES was the Cord Control Kits from 
Get Organized. Thesmall.colorfulSupertlox"' slit plastic tubing is targe 
enough to hold all your troublesome wiring, vet small enough to fit 
neatly behind your computer, \'ideo, or stereo equipment. The slit in the 
side of the fube allows you to place new wires in the tube or bring 
existing wires out. The end result is one sleek tube holding the mass of 
wires that normally clutter the rear of electronic devices. 

Praise goes to Sharp Electronics Corporation for their unique 
redesign ofthe traditional camcorder. Sharp's now Hi-8mmVL-HL100U 
ViewCam is the first camcorder with a full-color, four-inch LCD screen 
as a \'iev\' finder. The four-inch anti-gLire LCD is perfect for people who 
\vear glasses or who just want to see what they are shooting. The LCD 
vieiv finder pivots a fuil 180 degrees to be also used as a monitor when 
filming yourself. 

The 7.8" \ 3.0" x 5.H"-canicorder is slightly larger than a regular 
3.^mm camera and weighs only 1.9 pounds without battery and tape. 
Other features include a "Digital Still Snapshot" to capture a five- 
second still "snapshot" on tape of an image with audio. There is also a 
strobe function, a digital electronic image stabilizer to take the "jitters" 
out of your videos, an 8x power zoom, infrared remote control, Hi-Fi 
stereo recording, digital auto white balance, full-range auto focus, 
flying eraser head, high-speed cicctronic shutter and more. The LCD's 
a bill ty to pi vot m a kcs i t possible to record scenes you caiiiiot see directly 
such as shooting o\'er the heads of people in a crowd. With prerecorded 
tapes and extra batteries, this unit also becomes a great VCR for tra\'ol. 
At $2,199, the price seems high, but this feature-packed video camera 
will find its place in manv .Amiga video studios. 

Panasonic's CPA Check Printing Accountant can automatically 
track two checking accounts, link ivith another CPA to share data, track 
credit-card purchases and expenditures, perform simple calculations, 
remember up to 50 plioiie numbers, and print checks, all from a de\-ice 
about the size of a checkbook. The CPA can remember up to 25 payee 
names for printing or allow you to enter the information directlv. The bi- 
directional printer prints the check from its storage of as manv as 25 
checks. Tlic CPA is a budget bender at S349.95, but for some households, 
the sa\'ings on bounced checks, scr\'ice charges, etc. could help. 

Tyco Industries' Garfield Talking Telephone speaks for itself. 
Garfield comically calls to you after each ring with one of 11 phrases 
from "Hello" to "It's the Govenor." Garfield could be on your desk for 
npproximatciv S40. 

Fisher's Studio 24 holds 24 CDs upright in an internal dust- 
inhibiting system carousel that rotates the requested disks to the inter- 
na I player. Fisher calls the Studio 24 a CD Management Svstem because 
selections canbe categorized in a choiceof Jpreprogrammed categories, 
or user prognimmed to an additional 31 phrases or groups. Studio 24 i> 
designed to fil in vour current svstem by sixe(16.2x 16.5 x 7.2 inchesjand 
by price (SRP-S499.95). 

Virtual Reality has come a step further with the introduction of 
Virtual Vision's Virtual Vision SporfT^' . The system (less than S900 and 
based on the military heads-up-display) looks like a pair of sunglasses, 
yet you see the real world and a video image. The glasses project an 
image in the lower outside edge of either the right or left eye from i ts belt 
bolstered TV tuner. The one-inch Image has a virtual image of 60 inches. 
The glasses could be useful with camcorders, game machines, and 
computers. Wliile, current resolution is limited to 1,000 pixels, it could 
become an interface for the Amiga or CDTV. 
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CES CD-ROM Expansion 

3DO, Pioneer, and TMC Announce CD-ROM 
Multimedia Hardware 

3DO? Accord ing to various.sources, 31X1 

(of San Mateo, CA) stands for 3-D Operating 
' System. 3DO executives explained it as the 

next "o" format, such as \'idet), audio, stereo, 

etc. Everyone agrees that 3D0 is the birthchild 

of Electronic Arts founder Trip Hawkins. Mr. 

Hawkins was excited about the possibilitv of 

interactive multimedia and CD-ROM capac- 
ity, yet frustrated u-ith the varicH.! platforms 

vying for market position. Mr. Hawkins then Trip Hawkins (above), R. J. 

gained the support of such diverse compa- Michal, and David Needle 

nies as .Vlatsushita. owner of Panasonic and 

Technics; .A'l&T; Time VVanier; and MCA 

(Universal Studios). 

3DO's creative team is straight from 

Amiga legend. R. J. Mical and David Needle 

were both on the original Amiga team and 

they are the designers of the 3DO platform. 

Botlimen were also responsible for the design 

of the Atari Lynx. Mical handles software and 

Needle designs hardware in a unique co- 
design symbiotic en\ironment where each 

generate and support the other. 

3D0 Developers are offered \'ast rc- 

.sou rces i n ma teria Is (dO hours of music, 20,D()0 

still photograpks.hoursof film footage, 35DMB 

of clip art, and 1,W)0 texturi' effects) from a 

Content Librar)' of 1 70 C 1.5- ROMs offered free 

of charge and without licensing fees. 3DO promises graphics animation 

at 50 times present computer systems; a double speed CD-ROM player; 

a 32-bit RISC CPU; full-screen, full-color video at .30 fp.s, multitasking 

and more all made possible bv a pair of animation engines that display 

or move up to 64 million pixels per second by organizing graphics into 
, "animation cells." Software development (currently requiring a Mac 
, Uci or better) uses tools such as Warping to bend, twist, skew, etc. 

images; Transparency to simulate rippling water, smoke and more; 

Lighting Effects to design a light source on or off the screen without 

redrawing the image; texture mapping; and more. 

tSDO is not a single de\-ice, but a standard. Panasonic was demon- 
strating a 3DO device (yet unannounced) at CES. AT&T also announced 
they would create a 3DO product. With empliasis on video, sound, 
graphics, etc., 3DO appears to be designed as a panacea for the 90s. 

Pioneer Works With Many 

Instead of supporting a single standard. Pioneer Introduced 
LaserActive which encompases several standards. LaserAct!\'e ivill 
play 8- and 12-inch Video Laser Disk in CAV and CLV formats. Audio 
CDs in both 5- and 3-inch. While CD-I and CD-ROM store 540MB of 
digital information (audio or video), LaserActive will store the same 
540MB plus 60 minutes of FM audio. PioneeralsociaimsCD-l can store 
7,000 natural still pictures without sound while LaserActive wifl store 
1 1)8,000 of the same pictm-es plus 60 minutes of FM audio. 

With the optional control packs and software, Laseractivebecomes 
a MEGA-LD, an LD-ROM, or a Karaoke machine. A MEGA-LD pack 
reads 8- and 12-inch Mega-LD discs, SliGA-CD discs, GENESIS ROM 
cartridges,and standard CD-G discs. An LD-ROM pack reads 8- and 12- 
inch LD-ROM discs, TURBO GKAPl liCS, CD-ROM discs, ROM cards, 
and standard CD-Ci discs. The Karoke tiplion uses Karaoke LasorDisc. 

TMC 

TMC International Corp. Ltd. (Buckinghamshire, England) qui- 
etly distributed a brochure from a small booth in the CES games area 
which discussed a high-performance, Ui-bit databiis, 32-bit technology, 
CD-ROM-ba.sed game machine. While the handout lacked more infor- 
mation, a company executi\'e stiggested the product could be ready as 
early as FaU '93. TMC came to CES to secure software developers. 
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COMPUTERS 



-^ U.S. ORDERS ONLY: 



CUSTOMER SERVICE OR 



800-872-8882 310-214-0000 



CANADA: 1-800-548-2512 

4453 fledonilo Beacb Blvd., 
LawRdals, CJI B0Z6D 



ORDER STATUS 

MOD-Sat 8-6 PST 
FM: 310-214-0882 



MorphPlus.si79~ 




features like 30 wave/rippla 
IfecU, completely WYSIWYG 
perspective and spherical warper, 
arbitrary rotation, and the bast 
morphing/warping technology 
around, Morpiv Plus Is the premlera 
morphing package on the market 



Opa {Vision 
ibie 




NEW!!! 



Version 2.0. 
1* « 




1 



Upgrade your Amiga 2GG0 or 
3000 to 24-Bit technology. 

Perlact for Video & Graphic Applications 

I Discrete, RGB, 16,8 Million colors 

Centaur Includes the best 24-Blt paint program - OpalPoint 
Development" 





PRO TEXTURES VOL. II 


...42.95 




SCULPT ANIMATE 4-D 


,.299.00 
.... 64.95 

. 229 00 


■ (SOFTWARE AND HARDWARE) 1 


VIRTUAL REALITY STUDIO _. 

DESKTOP VIDEO 

BROADCAST T1TLER II 


IMAGE PROCESSING SOFTWARE 

AHT DEPARTMENT PRO. V 2.1 159.00 


ART OEPARTMENT 

CONVERSION PAK 52.9S 

ASDG TRUE PRINT J4 M.95 

CIMEHORPH. 99.95 

IMAGE Fffl _ _ .249.00 


BROADCAST TITLER II 

SUPER HIGH RES VERSION 


..279,00 


BROADCAST TITLER II 

FONT PACK 2 




PRO VIDEO CG II . 


, 12900 


IMAGEMASTER ,. 14J.0O 

IMAGEMASTER 

FIRECRACKER VEfl 139.M 

ttORPH PLUS ....- 179.00 

3D RENDERING/ 
ANIMATION SOFTWARE 

ALADDIN 4D 219.00 

ANIMATRIX MODELER H.95 


SCREEN MAKER 24-flrr ,. „„ _ 


..„ 59,95 


TEXTURE CITY CD-ROM .... _. _ ... 


,. 1 19.00 
. 12900 


TEXTURE CITY PRO 60 


TOASTER TOOLKIT 1.1 


.139,00 


TDASTEH VISION 

VIDEO DIRECTOR _ ._. 


.139.00 
-149-00 

.359.00 
., 109,00 


VIDEO ENHANCEMENT 
HARDWARE 

CHROMA KEY PLUS 

cm OB SPI ITTFB 


BROADCAST 30 FONTS - 

IMAGINE __ , ,79.M 

B ROADCAST JO FONTS - 

LIGHTWAVE _ _ „ 79.95 

BROADCAST JD FONTS - 

HASTERPACK2 LIGHTWAVE .„.„.. ,.„....,„ 79.95 


nUI RFSni VFR ROAHnS 


...CALL 


FIRECRACKER 2« MEG ... 


.819,00 
.249,00 
.239,00 

.999,00 

3595,00 

.. 399,00 
,329,00 
.629,00 
1350,00 

,799,00 
,79900 
,799.00 


FLICKER FIXER 


FUCKER FREE VIDEO 2 

OPALVISION 

24-BIT MAIN BOARD 


BROADCAST 3D FONTS - 

MASTER PACK 3 LIGHTWAVE 79.95 

KAIIGARlll USM 


RAHBRANnT24-aiT 
VIDEO BOARD ._ 


MIIRiBIJl «qnn 


CYCLEMAN FOR IMAGINE _ _J9.95 

ESSENCE 49.95 

IMAGINE 1.1 W/FREE VIDEO .,79.9« 

iMAr.iMF7n i9iino 


GENLOCKS 

aVP G-LOCK GENLOCK 


ROCGEN PLUS GENLOCK 

SUPERGEN GENLOCK _ 

SUPERGEN 20005 „..,.„ ........ . 


INTERCHANGE PLUS „ 64.95 

MAP MASTER FOR IMAGINE 45.95 

MAP MASTER FOR LIGHTY/AVE 64.95 

MORPHUS 69,95 

MOTION MAN FOR LIGHTWAVE ...._ 119.00 

PIXEL 3D PROFESSIONAL .. 149.00 

PUVMATION _ 279.00 


EDITING HARDWARE 

BC02000A: 

•JVC DECKS 

■PANASONIC 7750 

-SONY 9 PIN DECKS 





" e Art Department 
Professional Ver. 2.1 



ortment Pro give* you 
tt powerful Image 
'preeitnlng system ever 
ollered lor the Amigo. Now 
with JPIG compression and 
24-Blt priming 
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Wacom Tablet 




6"x9" ..M99^ 

This is Ihe best pressure 
sensitive tablet available! T>ie 
best selling tablet on the Mac. 
Also available in 12" x 12" size 
Driver and coble* '84" 

'Not required w/Opal Vision 



OpalVlsl 





Newtek Video Toaster 



Digital Video Etfects, 

Character Generator, 

3D Renderer, 24-Bit 

painting & morel 




QQJY ^^^"^ ^'S'*^' Creations 

- Fuil NTSC Color Drspiay 



DCTV: A guided tour 

Til is eosy-tO'foUow, comprehensive ^_ 

VH5 tutorial will tell you all you need ' 
tokna 



Amiga Blowout!!! 



• 68030 running at 25Mhz 

• Quantum tiard disk and 
built-in SCSI Controller 

• Fliclter fixer hardware 
. 2.04 ROM & ECS 

• OpalVision Compatible 
. 32-Bit Zorro-ll 25Mhz 

Expansion Bus. 



Amiga 3000 

25Mti2/100mbHD 

5mb RAM 



Amiga 3000 




$1599 



00 



Amiga 3000 

25Mhz/50mb HD 
2mb RAM 

$139900 




Amiga 2000C 
$54900 

Amiga 2000 

Accelerated 
25Mtiz/25mb/100mb 
HD w/controller 

00 



n299 



Amiga 1200 

$59900 

Amiga 1200HD 

$849°°!!! 




Both models include FREE DPaint IV AGA and 
Final Copy 1.3 from Commodore 






G-Force Accelerators 



G-Force 25Mhz/ 1m b/ 68882 ^529°° 

G-Force 40Mhz/ 4mb/ 68882 ....^699°°!!! 

G-Force 40Mhz/ 4mb/ 68882/ 120mb HD...=999<» 

G-Force SOWIhz/ 4mb/ 68882 ..^11 99°°!!! 

G-Force SOIVIhzy 4mb/ 68882/ 1 20mb HD . M 499°° 

A2000 G-Force '040 33Mhz/ 4mb/ 68882 

Higti-Speed SCSI Controller and On-board 

Parallel and Serial Port 

All for just M 449'^'^! !S 

A3000 G-Force '040 28Mhz/ 2mb/68882 

All for just ^999°°!!! 



A500 Drives/Accelerators 



> 



A500 HD8/40mb HD ^349'"'!!! 

A500 HD8/80mb HD Ml 9"° 

A500 HD8/120mb HD M79°" 

A530 40MI1Z/ 1 mb/ 40mb HD seggooin 

A530 40Mtiz/1mb/80mbHD ^71 9°° 

A530 40Mtiz/ 1mb/ 120mb HD ^759°° 

A500 PC-286 w/512k ^109°° 



NUCLEUS SINGLE FRAME 

CONTROLLER 2,0 169,1)0 

PERSONAL VIDEO DISTRIBUTION AHPLIFIEB: 

■AMIGA SLOT 139.00 

.IBM SLOT 139.l» 

HOT INTEGRATED VIDEO 
HARDWARE 

DCTV 379.00 

DCTV RGB ADAPTOR -249.00 

DIGITAL MICRONICS VIVID 24 2795.00 

DPS REMOTE CONTROL _ 279.00 

KITCHEN SYNC - 1S99.00 

KITCHEN SYNC S-VtOEO OPTION 119.00 

KITCHEN SYNC 

GENLOCK OPTION 154.00 

OPALVISION 24-ilT 

MAIN BOARD „ 999.00 



PERSONAL VECTRASCOPE 789.00 

PERSONAL TBC I (REFURBISHED) 479.00 

PERSONAL TBC III „„„. 869.00 

VIDEO TOASTER 2.0 - 1999.00 

FRAMEGRABBER HARDWARE 
SPECTRUM 2.:.aiT FRAI.IEGRABBEB 479.00 

^iii im iiMJi 

ANIMATION SOFTWARE 

DISNEY ANIMATION STUDIO 49.95 

THE DIRECTOR V2,0 74.95 

FRACTAL PRO 5.0 CALL 

SCENERY ANIMATOR 2.0 59-95 

SCENERY ANIM. DATA DISKS: 

-GRNDCAHYON 18.95 

-OAHU ia.95 



-YOSEMJTE „.. 18.95 

SURFACE MASTER FOR IMAGINE 25.95 

VISTA PROFESSIONAL 2-0 59.95 

VISTA PRO 2.0 DATA EHSKS: 

^;ALIF0RNIA 29.95 

-FLAMING GORGE-DATA 2 . 29.95 

^3RAND CANYON.DATA 1 29.95 

-GRAND CANYON-DATA 2 29.95 

-JACKSON HOLE- DATA 1 29.95 

.MARS SCAPES 29.95 

-WESTEKN U S ™. . 29.95 

CLIP ART DISKS 

PRO FILLS 2 34.95 

50FTCLIPS VOL I CLASSIC 44.95 

EOFTCLIPS VOL II PEOPLE 41.95 

50FTCLIPS VOL III COLLECT 44.95 

SOFTCLIPS VOL IV ANIMALS 44,95 

VIDEO TOASTER: FLAGS OF THE WORLD ,.. S2.95 



CAD 

OYNA CADD CALL 

INTftOCAD PLUS 64.95 

PRO BOARD/NET PACKAGE 

VERSION 2.09 NTSC/PAL 2iS.0O 

PAINT/DRAW SOFTWARE 

ART EXPRESSIONS 169.00 

DELUXE PAINT IV V4.1 119,00 

DELUXE PAINT tV AGA 139,95 

DESIGN WORKS 79,95 

IMAGE FINDER -. 39.95 

PROFESSIONAL DRAW 10 129.00 

PAL SPECIFIC VIDEOSOFTWARE 

BROADCAST TITLER II 

SUPER HIGH RES PAL 279.00 

IMAGINE 2.0 PAL 299.00 

VISTA PROFESSIONAL 2.0 PAL 64.9S 
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INTERNATIONAL TOLL FREE ORDERING POLICIES: For Canada, FPO, APO ■ Minimum order S50. All olher countiies: minimum order $100. For VISA ond Master Card orders you must 
FAX or mall a signed photocopy of your credit ca<d • front and bock. Please tiove your credit card number ready before calling, iriiERrjAiioriAL PHOrJE numbers: Oideis only 
pleose- Canada I -$00-646-2512: Holy l«?6-7<10e6: United Kingdom D80D-89-1I78: France 19-0590-1099; Australia 0014-800-125-712; Swilzeiland 046-05-3420. OFFER CCD: 
P122MG14 Call 'or oil ottier st>ippjr^g inrormalion. Educotional. corporate and aerospace purchase orders accepted. No surcharge for Vlsa/J^asterCard; 4% surcharge tor 
American Express; 1% surchorge for Discover. -:i ;?:; rO'JC i Call Customer Service at (310) 214-0000 for return authorization. Ail returns without outhorlzotlon number (RMA#) 
will be refused. Relumed products must be in original condition and pact<aging and must be sent back within 30 days of our invoice date. No refunds, please, Delecllve product 
exchanges only. We malce no guarantees for product performonce. Exchanges with unll1<e products are ot ojr option and subject to a 207o re-stoctiing fee. COIJ3ITiOri:. Prices 
and Qvailablllty of product are subject to change wllhout notice. t,lAiL-IIJ ORDERS Send money orders or cashiers chBcl< for fastest serv<ce. Personal checks • up to 10 days to 
clear. Include: Name, Address and telepltorie number (no P.O. SoKes, pleose). If ordering by credit card include expiration date and billing address. Call (oi exact shipping rotes 
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Feedback 

Letters to the Editor 



edited by Paul L, Larrivee 



Monitor ELF from All Directtons 

\o\xt article on monitor Mdiation 
k'\'cls ("Radioactive Monitors", AC, V7.12, 
p, 32) was interesting and informative. Yot, 
vvhen I looked at the data presented, I 
found it curious thjt the rates of reduction 
with increasing distance were not constant. 
For example, at four inches this rate 
changed from 69"., in front to 86''o from the 
left side. 

I don't remember much from high- 
school physics or about the inverse square 
l.iw and such, but I find this discrepancy 
surprisingly large. Could it be that your 
measuring instrument is giving only a 
crude indicator of radiation? In any event, it 
is probably sufficient lo identify potential 
problem areas for I;LF fields. 

.AJso, gi\en the location of human 
reproductive organs in relationship to hoi%- 
t)ne sits at the computer and the consider- 
able variance in radiation from different 
locations, it's too bad you could not get an 
ELF measure from the bottom. 

Thanks for the information! 



Barry Soper 
Ruston, LA71271 

An huportani point, Barn/. Af the author of the 
iirtkic cxphiiiif, "! coiiltl not clieck llw ELF 
rmiiat'mgjrotn the I'ottniii nftlie monitor 
hi'CrtHSC of the u'lni it if ^itinrlfii in nii/ tmrk 
spiKc." Pcrimpi then' is jt n'micr who might 
ifiml to don nicafuranent from bcloio the 
monitor ami n'j'orl to u>. — PLL 



Thank GUIDE! 

I'hi.s is to congratulate vou for vour 
commitment to this wonderful niachine 
that is the Amiga. 1 am a subscriber of all 
three magazines {AC, AC's GUIDE, and 
AC'S TECH for the Commodore Amiga) that 
l^.i.M. publishes. And you can be sure that 1 
\\'ill renew my subscriptions. 

1 have found the GUIDE to be 
invaluable. For example, 1 recently received 
a copy of Gum's Guide to the Commodore 
Amiga. The information on where to order 
this book was available only in your GL7/DE 
edition. Tlianks for publishing this 
information! 

Hernan Rodrigo Eguiluz 
Buenos .Aires, .Argentina 

Wc keep emphnsiziiig that the GUIDE is the 
best source iroailahic inii/Ti'/n'rc/or Amiga 
products and services. — PLL 



Something Fishy 

l-'or \'eara now, I ha\e read vour 
mag.i/ine, enjoying especially your 
co\'erage of the Fred Fish Collection. Your 
magazine most inspired me in writing 
software because, however small the print, 
the idea of seeing my name in the back 
pages of Amazing is like winning a World 
Series ring or an Olympic gold medal. 

I sent a disk to Fred Fish during the 
earlv months of 1992. He included it in the 
library on disk 651- The July issue of 
Amazing Computing covered the Fish 
collection up to disk 650. Imagine my 
dissapointment on finding the August issue 



covering disks 660 onward. For some 
reason, ten disks had been skipped. 

Errors happen. Undaunted, I sent an 
upgrade to Fred Fi.iih in late August, lie 
included my upgrade in his collection on 
disk 728. 

Your November issue covered the 
collection up to and including disk 721) and 
your December issues reviews disks 7,10 
upwards. Once again ten disks have been 
skipped, including the disk on which 
appeared mv program ,S01 vl.l5. 

The program is in circulation on BBSs 
all over the world, and vet the place 1 had 
most counted on seeing it mentioned 
consistently omits it. 

Hoping hi hear from you shortlv 
regarding this problem, 1 remain a faithful 
reader. 

Gilles Lepage 
Montreal, Quebec 

You're riglit: tliose did get azuai/. W'hih' zi'c 
akvays attempt lo maintain a complete list of 
contents for the tiaoest Fred Fish disks, ivedid 
miss tlicse. Mr. Fish has l>eeii doing itti 
e.xtreiordituiry job in providing new disks more 
frequent!}/ than ever so that it's no small task to 
note llic latest addiiimis. Clieck page 92 in lliis 
issue for the missed listings. For a complete list 
of current Fred Fisli disks, catalogued by 
prograui and indexed, refer to AG's GUIDE to 
the Commodore Amiga. Between AC ami the 
GUIDE, we tvill keep vou informed ofllie 
newest freehi rcdisiributable sofiivare 
available. — Ed. 

•AC* 
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*" Vol. 7, No. 1 January, 1992 

Highlights IitcIudLT 

"Memories," A500 memorj' expansion, by Sam Amnions 

"Help for the Help Key," by Rick Manasii 

"Geltins the most from your RAMdisk/'by Keith Cameron 

"Inslalling jnd U&infi an IBM mouse wilh Vour Amiga," by 

rhilHp K- tAnnbs 

"DePuKzle/' ^i pui;y-lL''Si)lvinj5 proj^fiim fur brain teasers, by 

Sc!)lt P.ilm.ilt'LV 

"ZipTerm," learn ho\v to u^e Cun.soU;.de\'iceand SeriflLdevici? 

while creating a tuk'communJcation^ prOj^ram, by Doug ThaJn 

.'\LSO: Coverage of Germany's Amiga '91 and London's 

World of Commodore shows- 

*■ Vol. 7, No. 2 Febniary, 1992 

Highlights Include: 

"Dedticl That fnleresl with FC CALC," by Rick M.inasa 

"['indinglhe Right Multimedia Fit," by mvcSpiller 

"Images in Dentistry," by Ken Larson 

"Slgnmakirtg on the Amiga, " by Karen I'ringlu 

"Perfect Pages," how to produce PostScript-quslity pages. 

without buying a PostScript laser printer. 

ALSO: Coverage of Toronto's World of Cammodore Show 

*' Vol 7, No. 3 Miirch, 19^2 

Hi^hli^hts Include; 

'The Miracle Piano Teaching System," by Christopher Piper 

"DeiuxePaint IV," by R. Shamms Mortier 

"Semi-Aulomatic Painting and Animation/' bv }Ce\'inL Lude 

"Screen Photography," taking pictures of your Amiga screen, 

by Pat Murphy 

Also, 2 special section on Amiga Graphic Design and a look 

al some special Amiga Artists. 

*■ VoI.7Na 4 April. 1992 

Highlight include 

"Foundation", a rc\ k'lv by Dave SpitltT 

"Ad Fro 2.0", review by Merrill Callaway 

"ATonce Plus", review by Rich M.ilakn' 

Also, construct a diitabase using your favorite authoring 

system, cujjtomizc yogr st3rt-up sequence, and create and 

produce your own video! 

« Vol. 7 No.5 >Maj', 1992 

Highlighls Include; 

"Pelican Press", a rt'\'iew of this entry-level DTP package by 

Jeff James 

"AdlDE/40 Amiga 500 Hard Drive Kit", review by Merrill 

Callaway 

"Building an Amiga MIDI Interface", super project by John 

lovine 

Also: AC'S annual Desktop Publishing Overview! This issue 

includes a look at the top DTP packages as well as a study of 

printers, fonts, and clip art available for the Amiga. 

*■ Vt)l.7Mn.6 June 1992 

Highlight;^ Include: 

"Freeze Frame Video Recorder", review by Merrill Callawav 

^'HP DeskJet Color 500C'. review bv Richar.1 M.itakn 

"MREAD", a prugrtimming project tiv Chuck Wardin 

Plus: Don't miss an exciting edition of our ARtux feature by 

Merrill Callaway or 3-D animation with DPaint IV in "The 

Video Slot", by Frank McMahon. 

# Vol.7 No.7 July 1992 
Highlights Include: 

"Modem Rundown'*, A cumprehensivt? look dt mixlems fcir the 

Aniiga 

"G-Force MO", a review (.if GVP's 040 accelerator, by Rich 

Mptaka 

"Superjam," a re\iew of this superb mmiit: maker from The 

Blue Ribbon Soundworks, by John Steiner 

"FounDex," a tutorial using Foundarion's stacks and r^cripts, by 

Dave Spitler 

Plus, a look at telecommunications and the Amiga including 

hardware, software, and services. 

* Viil, 7 I^J 0.8 August, 1992 
I lighlighls Include: 
"Digi-Vicw 4.0", by Matt Drabick 

"GVP's Digital Sound Studio'^ review bv Matt Drabick 

"3D Effects from 2D Amiga Art'\ tutorial bv Shamm.s Mortier 

Plus: 

Super ARexx Column far Juhjl 

Video Toaster UpDatc featured hi Tiie Video Slot! 

A'ftt Much More! 

ft' Vol,7. No.9. September, 1992 

Highlights include: 

"Professional Calc/' re\-iew of Gold Diiks premier accounting 

software by Bill Fra:^ier. 

'True Basic 2.0" A review of the latest release of the True 

BASIC language by Paul Castonguav. 

"Developing Desktop Savvy," a sp(?cial project for your 

faM)rite DTP wflware. Using specialty papers to Create 

brochures and pamphk-is, by Pat Kasnychi. 

'The Video Slol'^ Tliis month, learn about the txew features of 

Imagcmaster, by Frank McMahon. 

Don't miss AC's super game coverage in Diversions. 

*' Vol.7, No.lO, October 1992 

Highlights Include: 

"Amiga Warrior," Commodore's newest Amiga is a fighter 

Capable of bringing the best of the .^mi^a to the American 

consumer, 

"MegagageM's CellPro," a rcview^ by Merrill Callawiiy, 

"Mulli-colored Text in DPaint III," A tutorial to produce 

diiz2:ling effects with \'our text, by George Haasje^. 

''Game Creation with AMOS," create your own Amiga game, 

by Jack Nowicki. 



*' Vol.7, Noll, November 1W2 

Highlights include: 

"Amiga 4000," Commodore creatc^s a bold new direction, in 

Amiga computing vs'ith ej^pandud graphic resolutions, 

inodtdiirCPL', and inore- 

"Progressivc tHO/ZOOD," a review by Rick Mataka. 

"Remap Magic," Learn why this tool is your best bet fur 

making use of ytiur palette. 

"Beginning C," Chue Xiong covers some of the basics of the C 

language. 



*' Vol.7, N'o. 12, December 1992 

Highlights Include: 

'Tolishing Basic Programs," Marianne Gillis shares the secrets 

iif BASIC proj^ramming expcrtS- 

"Barners," A tutorial on creating bannerdength printouts, by 

Pat Kaiizycki 

"Structured Drawing & TueBASIC/' paul Castonguay sho\v$ 

how TrueBASIC fully supports any level of hierarchical 

structure. 

Also, complete reviews of Voyager 1.1, PIXOUND, VistaFro 

2.0, and OpalVision. 

*■■ Vol.R.No.l, January 1992 

Highlights Include: 

"Creating a Storyboard in Final Copy," stv how to layout your 

animation storyboard in Final Copy, by R Shamms Mortier. 

" A Look at 21-bit Libraries," Shamnis Mortier looks at 24-bit 

iibrarieS- 

"Using Laser Disk Flayers with the Amiga/' Rom Battle 

examines the benefits of laser disks as a source of video 

iniages. He also shows an easv w,ay to set them up. 

Plus: A complete review of the new A120D &. coverage of 

Comdex Fall 92 &c the FES-London. 

#■ Vol,8, No.2, Februarj- 1992 

Highlights Include: 

" Extending the AMOS Sort," Dave Senger looks at the AMOS 

sort function. 

" Business Cards," Soft-Logik s Dan Weiss gives an in-depth 

tu1ori.il on hoK' to create your own business cards, 

"AD1D12,'' ,1 revieu' by Rick Mannsa. 

AND! A special sneak preview of the One-Stop Music Shop 

from Blue Ribbon &c complete coverage gf the WOCA 

Toronto! 



AC'S TECH 



*" AC'S TECH, Vol- 1, No, 4 

HighiiKhlis Include: 

"GPJO—LOw-Co5t Sequence Control" by Ken Hall 

"Programming with the ARexxDB Records Manager" by 

Ik'nton Jackson 

"The Development of a Ray Tracer — Part I" bv Bru.no 

Costa 

"The Varafire Solution— Build Your Own Variable Rapid- 

FJre Joystick" bv Lee Brewer 

"Using Interrupts for .\nimating Pointers" by Jeff Lavin 

— and more! 

*■ AC"? TECH, Vol. 2, \'o. 1 

Hi);hlit5ht_s Include: 

"Build Your Own SCSI Interface" by Paul Marker 

"CAD Application Design — Part HI" by Forest Arnold 

"Implementing an ARexx Interface in Your C Program" bv 

David BLickwcIl 

'"The Amiga and the MIDI Hardware Specification" by 

James Cook 

— and more! 

*■ ACs TECH, Vol. 2, Na 2 

Highlights Include: 

"Programming the Amiga in Assembly Language Part T\ 

bv Fort'&t .Arnold 

"Implementing an .-^Rexx Interface in Your C Program, Prt 

2", by David BTackweH 

'iterated functions Systems for Amiga Computer 

Graphics", by Laura Morrisson 

"MenuScript"^ creating professional looking menus easily 

and quickly, by Dn\'id Ossorio 

And Much More! 

« AC'S TECH, VoL 2, No. 3 

Highlights Include: 

"Highspeed Pascal," by Dabid Czjya. 

"PCX Graphics," by Gar\' L. Fait. 

"Programming the Amiga's GUI in C — Part 5/' by Paul 

Castonguav, 

"CAD Application Design Part 4," by Forest VV. Arnold. 

And Much More! 

**AC'^TECH,Vol. 2, No.4 

Highlights Include: 

"In Search of the Lost Windows/' by I'hil Burke 

"No Mousing Around," hide that aiinoyirtg mouse pointer 

with this great program, bv Jeff Dickson. 

'The joy of Sets/' by Jim Olinger 

"Quarte'rbackS.Q/' a'review by Merrill Callaway. 

*"AC"s TECH, Vol. .^ No. 1 

Hij>htights Include: 

"Comeau Computing's C++/' A revii>w of this great new C 

compiler bv Forest Arnold. 

"Programming (he Amiga in Assembly Lanauaee Par( 5/' 

bv \Villiam Nee 

"Make Your Own 3D Vegetation/' L^ura Morrison shows 

how to use iterated functions to create 3D trees aiid plants. 

PLUS! The HotLinks Developer's Toolkit ON-DISK! 



Back 
Issue 
Index 



What have you been missing? Have 

you missed information on liovv to add ports 
to your Amiga for under $70, how to work 
around DduxePaint's lack of HAM support, 
how to deal with service bureaus, or how to 
put your Super 8 films on video tape, along 
with Amiga graphics? Do you know the 
differences among the big three DTP 
programs for the Amiga? Does the ARexx 
interface still puzzle you? Do you know 
when it's better to you use the CLI? Would 
you like to know how to go about publishing 
a newsletter? Do you take full advantage of 
your RAMdisk? Have you yet to install an 
IBM mouse to work with your bridgeboard? 
Do you know there's an alternative to liigli- 
cost word processors? Do vou still struggle 
through your directories? 

Or if you're a programmer or teclmical 
type, do you understand how to add 51 2K 
RAM to your 1MB A500 for a cost of only 
S30? Or how to program the Amiga's GUI in 
C? Would you like the instructions for 
building your own ^■ariabie rapid-fire 
joystick or a 246-grayscale SCSI interface for 
your Amiga? Do you use easy routines for 
performing floppy access without the aid of 
the operating system? How much do you 
really understand about ray tracing? The 
answers to these questions and others can 
be found in AMAZING COMPUTING and 
AC'S TECH. 



For more 
information call 
1-800-345-3360 



The Fred Fish Collection 



Below is a listing of the fatest additions to the 
Feed Fish Collection. This expanding library 
ol freely j-edislribulable software is tfie work 
of Amiga pioneer and award winning soft- 
ware anthologist, Fred Fish. For a complete 
list of all AC. AMICUS, and Fred Ftsh Disks, 
cataloged and cross-relerenced for your 
convenience, please consult the current 
AC'S Guide To The Commodore Amiga 
available at your local Arnazmg Oealer. 

EtKLEisiLaifiJail 

AuloSave A small pfogram ^hich calls an ahckx 
scnpl at regular inter- vals. canuoJIed ihtough a 
Workbench wirnJow. AlthOLjQh intended lo pfovide 
an 'AutoSave" funtuon for appricanons, tha scnpl 
can tJo anythireg inciuOes C squtch. wh crt 
demortsiraies simple u&e ol GaEftooEs and the 
time:" dev!ce- Reipifres Kickstan 2.0 or laier 
Auihor Michael Wamer 

BBBBS Baud Bendil Siillelin Board SySiefn Wntien 
enlirefy m ARexn using the commercial larminal 
program "BaudBandir". Features include up lo 99 
file libranes imITi exlfifided likHTOtos, up 10 99 tuWy 
threabed message conlerBnces, numoer ol users, 
ties, messages ate. are oniy limited by atora^ 
space, tcnirdled die library and message 
conierence access icr users and SyS- 005, 
inierTace lo einra deviCGS Ike CD-ROM and outers, 
all treated as read only, ccmpleifl Email with tnoar/ 
marl and multiple forwarding, y^r siabstcs 
indudmg messages wni- len, liles upk:aded oi" 
downloaded, time, etc, plus mucfi more Woffis 
under Amiga OS i 3 and greater, lesled through 
3 This IS version 5.7. an updale to vf^rsion 5 5 
on disk 729 Indudes compleie APexjt source. 
Aulhor Pichard Lee Siocktor 

PubChangeA commodity (or ArnigaDos2 04 It isn't a 
public screen man- ager, but it is usefuf when used 
in conjunction with CnG. Il jS designed to make 
public screens easier to use Whenevet a now 
screen is brougni to Itie from, this screen is 
Dxamined II it is a public screen, ii is made Into ihe 
default aulomat- icaliy without having to explidily 
do it (tOiTi within a public screen manager. Thus, 
(he current delauil public scieen IS always the one 
Ahich you have most lecenlly brought to the (roni, 
and applications, ^hich use the delault pubic 
screen will appear there. VersiOT 10, binary only. 
Auttior Steve Koren 

PKIudge A mode promotion commodity 'or 

AmigaDcs 3,0 11 allows any mode to be promoted 
to any other mcde Mode ptomotion Keyed Irom 
the screen nan-e or title. arxJ resizing af*d moving 
Btreens during motJe promotion. It is uselji to 1) 
promote ail screens to a single scan rata to avoid 
te-synortg on muttisyiK moni- tors dumg screen 
ftrpping. 2) use 800x600 or higher resolu- tions with 
some appiicatcns wtilcii don'l Xiiow hcsv to open 
those screens but can otherwise handle bigger 
screen Si?es 3l use PAL. Productivity 6dOK400 
nwde instead cf DbirJTSCiHigf\ Res Lace mobe. 
Since the prodL'CtivJty rrode tends to be more 
visibte on some Amiga -iCtOOs Version 10. binary 
only. Author: Sieve Koren 

NiceWove Some different examples in C ol 

MQUSEWOVE event fwndiing during f-igh CPU or 
DMA usage Version t 00. first release Incfuflsa 
source and a, sample program. Author: Tidies 
Weilpotl 

Sing Sing will read a text Tile (acluaily ANY fila) and 
try to "sing' the Characters m it using Inlemal 
simple waveforms m 4 vpiCes Binary only. Author; 
Richard Lee Stockton 

Sound Sound sample player. Will play ANY lile as 
sound Understands IFF. sioreo, and dbioniccl 
compression. Can play direct from disk. Uses Ortfy 
4h ol chip ram. Effects trclude (ade and grow. 
Works from CLI or WorkBench, all 05 Ihru 3.0 
IrKludes complete C source, Auihor Richard Log 
S\QQk\an 

SouncOpI A litsle assembly language source 
optjmizer. White most assem- biers have 
optimizairon, li'.ey opiimi^e the compiled code. 
One disadvantage of this however, is when 
debugging code thru a disassembler oi tnofiiiof, 
the cocte you see differs irom that you have vmlteti 
because of the oplimrzalion By optimising the 
source rirsi, you can eliminate some of !Hese 
diWerences. Version l .0, binary only, CLI usage 
only. Author Aiexarvder Fntsch 

Et tf Fl«Tl DItKJTZ 

VMB Demo version of VIDEO MUSIC BOX. a 

program designed lo prgvido an eaiSy :o learn ar>d 
use facTlity thai non-musiCLans or begin- rrng 



musfctans can use to compose original tja^ckgrourd 
music for their Amiga multimedia productions No 
prior music com- posftigna! Itrrawiedge is recjuired 
lo gonarale basic musical styles Irom pre-arranged 
music parioin tamplalos and chord progressions- 
individuals having increased musical backgrounds 
can use Ihe many included cditois to doime new 
clwrd-lypes, "revo'ce" chords, create new chord 
progressions, perlorm basic sequence editing, artd 
create additional pattern templates. Supports both 
MIDI Format and IFF SMUS music file Fomiats lor 
compatibility with all multitnedsa authoring 
progiams Version "I 6. second major upgrade to 
version 1 .0 on drsk number 660 Tliis now uersiop 
\h AmigaDOS 2 compatible, allows un- limited 
paTlem generation, in a sirgle sequence, has 
tfi^provod musical dynamics, and expanded WlOt 
fleqtwefl i Meg. Author D T. Strohbasn 

Fred Fl*ft OWk 773 

Deiache A very small and simple utility thai will 
deiache a file from the file system Note thai this is 
eemplotiBly different than deleting a file. In 
particular. Detacne works even rf the file sysiem dkj 
rwt rastart properly because of a laile^J validatiHan 
This happens lathef IreqL.ently if the Amiga crasties 
dunrtg A wrtQ on a hard Ask panition you get ttw 
dreaded 'chedtsum errgr on block xxx' re^^uester. 
ar^ no wrttes are allowed lo the partition if you 
know the name of the gui!ry file {Vne fiie the faulty 
Wxk belongs lol you can simply deiache it, ar>d: tt>e 
Me s^iem will be happy to restart. Requires 
0S2 0^. tunary Or^iy Author Sebastiano Vigna 

Enlorcer A tool to monitor Ifegal memory access for 
6S02CV66S51 , 68030. and 680-10 CPUs This is a 
compleiefy new Enforcer irom the original idea by 
Bryce rjesbift U contains many new and wonderful: 
features arxJ options and no longer contains any 
onceplicins lor specific software. Enforcer can now 
also be usaq witri CPU or SeiCPU FASTROM or 
most any olher P/MU-Kick- slarl-Mapping tool. 
Major new output options such as Focal output, 
stdout, and parallel port Highly optimized to he s 
IqsI as possible This is version 3?-26. containing a 
bug fix to version 37.25 on disk number 754. 
Requires V37 ol ih@ OS or belter and an MF/U. 
Author Michaot Smi 

Ls. An update based wholly but loosely to the version 
3 1 of Is on disk number 236 by Jusim WcCormick 
iPrCiudes many enhance- menls and bug flues, Ls is 
a populai. UNIX style directory lister. This version 
features mielligent columnar listing, versatile sort 
options. UNEX-Style pattern matching, recursive 
subdirectory listing, custcmized output formglling 
And much more' Votsicn 4 7ljr, requires al least OS 
2 04. tnctudes source Author Loren J HiRle 

NewPop An upgrade to the original 'POPCU' try 
John ToetHS Features ir>clude a hotkey CLI (of 
couisfli ). instant Or tim&d screen Wanking, a 
d screet irlormatr^e backdrop window m the Qlle- 
Bar region of the WorkBench screerr that gives the 
dale, a rough indication cF CPU usage and SCSI 
d sk I'O and available memory Also mdudes a 
luniime conriguraiion file Version 4.0. Indudes 
source Author: Loren J Rittte 

Quest General purpose inieraotive AREXX question/ 
answer routine Ihiat includes a very fumy ^npt 
fHackerTesf) to rale your 'computerese" and 
flacker ability Quesi can be used for any simiiiai 
type question -answer scnpi The ongmal hackenest 
was croaled by Felix Lee, John Hayes and Ar}geia 
Thomas in Sep- tember 1 989. Author: Enk 
Uindevall 

HEXXProgsSoma good, weli-commenied. examples of 
REXX progiamming. Includes Palette. roxx. an 
ARexx tulonal on using the rexx- arplib. library to 
open a window (in this case a color paielle) on any 
public screen and sond messages io another 
ARoxk pro- cess ShoUst.rexx, displays system 
lists (libraries, ports, tasks, etc.) and SzrexK. 
Displa/s alphabet icaliy sorted directory wtih 
Mesizes. CLI only. Author Richard Lee StooScton 

Wangle Very addictive "sii*ng-biock* smgie player 
strategy game The object is lo group four smaller 
squares ol lh? same coior together in such a way 
as lo form a larger square Once started in a 
direafon, blocks slide until Ihey hil another bioc^i. a 
wall, or m some Cases. lall through the floor! 
Includes 50 levels and a level edilor. Binary only. 
Author: Peter HSivSel 

FrBdFlmh Disk 774 

ExtraCmds A small sel of AmigaDOS commarids. 
chiefly inspired by UNIX, written to augment the 
collection distributed as part ol ihe System 
Software Release 2 04 iV37) and will not njn under 
older releases This is rhie lirsi public release 
consisting ol the commands Common. Concat. 
Count. OirTree. Head. Lower. SpiiL Tee. TjmaCom, 



and Unique. Source code and manual pages in 
both Danish and English are' include. Author 
Torsten Poulin 
HunlWindows Sianmg with 2 you can make 
screens bigger than the uisual sue of your 
monitor. Qn a doubfe-si20 woriKbench. <:atching 
windows like rectuesters etc can bo qurie 
annoying at limes. Thi$ lillle ulikly hangs ilself on 
Ihe Vertical Blank miet- rupl to Imd oul which 
window IS being actvated and moves the screen 
to show the window in full view. Version 1 ,4, 
indudes source in assembler Author Jftrg 
Bubiath 
iSpell An ■Amigatized" port ol a Unix version of a 
freely dislnt;u- table interactive spelling checker 
Two major modes of oper- at^on- Onginal 
iniBiactive Mode to allow a user spell check and 
correct a teit document and ARe« Server Mode 
that allovra ihe er>d user to hcok ISpell up !o text 
editors and other tnmgs that need a spell checking 
service. Regulai enpression lookup of word 
patterns is also possible m ABewc Server Wcde 
lrx:ludes Afcjut macros for GUiSpeii Onciudedl. 
CygnusEd. Mg. TurboText. GNU omacs. VLT and 
WSheti, Vecsion 3 3LJR. an updale to the version 
released on disk nijmtK' 1 9l Requires AmigaOS 
2.04 01 later. Includes source Author Many' 
Curfent version by Lo^en J. Rmle 
SetAsiDim A vary small ar^ simple 2 04-onJy utility 
which lets you set the posilfon and dimensions 
that the ASL file, font and screen mode requesters 
will assume as default It obtains ih s resurt by 
SeiFunctionOing the AllocAsfWequestI) call of the 
asl litj- rary. Binary only, CLI usage only Auttwr 
Sebastiano Vigna 
SeiSysiem A v&ry small and simple 2,04-only utility 
which forces the SVS,..UsorShall tag on each 
SysiamO call This fneans ihai every applicaiion 
will use your user shell (for instance. Bill Hawes's 
WShell) instead of the sysiem shell Bmary only, 
CLI usage onl/. Author: Sebasiiano Vigna 
Fred Fish Dish 77S 

ICoons A spline based object modeller which can be 
used to genoraio objects In TTDDD formal, 
TTDDD files can be converted to lets of dillerent 
ob|GCl formats by using the T3DLIB shareware 
package by Glenn Lewis Line mode and Flat 
mode solid render- ing as well as Gouraud and 
Phong shading Requires a machare with a 
floatjng-poht co-processer Version 1.0,, includes 
source Author Helge E R^musSen 
Fred Fish Disk 776 
CopDts An oldie but goodie I lound wh^e poking 

arouTKl the net. CopDis is copper lisi disassembler 
thai can bo nun frgm |he CLI or linked with and run 
direciJy from an application program Version 34 1 , 
an update lo FF25 1 . The code has been cleaned 
up, some txigs fixed and the ECS msiruciions 
adcted. Includes source. Autfwr Karii Lehenbauer. 
entianced by Seoasiiano Vigna 
JEdYet anothe' programmer's edifor. Lots of features. 
including: tDtal customization, a powerful 
prcgramming language. muKi- ti'e'mulli-vicw 
editing, number ol windows is only limited by 
memory, ctiptioard support (cuUpaste on any uni1|, 
any wmdow can have any (ncn-proportionai| fonL 
an Arexx irtorfaca. and mora Version 2 05. 
(appaienny unrelated lo the veision ol Jed on disv 
297), Requires 0S3 or laler. includes source 
Author: John Harper 
XDME Version 1 54 of Man's lext editor XDME is a 
"rrat-so-sJmple* WYSIWYG editor designed lor 
programmers It is not a V7YSIWYG woid 
processor in Ihe iradiilonal sense. Features 
include arbitrary key mapping. FAST scrolling, 
lille-line statistics, muitipfe windows, and ability lo 
iconily windows This now version has some bug 
ti*es. many new commands and saveral other n©w 
enhancements. Update lo version 1 45 on disk 
number 530, includes source Authoi Matt Dillon, 
Enhanced by Aaron Diguiia 
WFi1e Small but usclui tool to inlerchange ASCII liies 
between d ffereni operaiing systems Converts 
Eorcign symljois and adapts linefeed codes. Can 
also be used to expand tabs to multiple spaces or 
vice versa. It has builiin templates lor Interchange 
between Amiga, MS-DOS. □S'? and UNIX 
systems. Proliles can bo used for common 
adaptions. The new version contains new 
templates and the memory management &y$tem 
has been revised and optjmszed. Version l ,32. an 
update to version 1.11 on disk 536. Includes 
source in C, Author Joerg Fenin 

AGAtesl Two little programs for ihe [lucky) owners 
of aGa machin^es ihat Show alt 2'^24 colors on an 
AGA HAMS screen vdthout ever chang- mg the 64 
fcka&e color registers Indudes source Author: 
Loren J ftttle 



Chemesaietics Chsm^^thetics uses the calotte 
modet lo draw moEecules. It has an IntuiQon user 
interface, can save pictures as IFF files and has 
many example fifes. The new version lets you 
raisf the task prionty ^or the pamlmg process lo 
get the resuiis fasier. stradow and relleciion 
color can now be sal :o your desires, 
quicklians.library is used for even fasier 
painiing Versions for a maih coprocessor and 
Utilties to convert data files from MolecSD and la 
DKBTrace are included. This is ver- sion 2.14. 
an updale to version 2.10 on disk number 574. 
Includes source in C. Author Joerg Fenin 

ln:Rev A small program for a makefile or an Imkfile 
to update a pro- gram's revision number aftei 
each successful cortipile process This is version 
1.10, an update to ve-sJon 1.03ondJSH number 
536, Includes source m C. Author Joerg Ferin 

Sizer A small and pure shell utility that gwes the 
size in bytes, bfod'is. and the total occupied by a 
direciQiy, device or 'assign'. Accepts multiple 
arguments Version 0.56, an updare to verston 
(J.2D on disk 74 ; . Now hiandfes conirol-C ana 
gives more accurate results French and Fn^iSh 
docs. Binary onty Author Gerard Comu. 

D Jngeonl^/Up A litlJe tool that creates maps ol 
dungeoris and towns wtitch can ha used by a 
Dungeon Master {DM's) for use in a Dungeons 
5 Dragons tDaD) game. TTiese maps can be 
saved, edited, and prnted. This is version i i. 
ar update to version 1.0 on disk number 603. 
binary only Author Bill ElliOt 

EgoMouse A little hac5( thai makes the mouse 

pointer lum towards the direction you move your 
mouse A popular progi-am on the Macintosh 
Version I, □. binary only Aulhor B J Lehahn, 
Pointer designed by F, Kuster 

Kurve Kurve is yet anotner function ploning tool 
which provides a very fast and easy way oF 
plotting and analysing mathematical functions. 
The integrated function compiler makes this 
pFoiter to be the fastest one you Ve evei seen. 
Version 2.001 . compatible wiih Kickstart 2 Q and 
3 0beta, Indudes source in C Aulhor: Henning 
Rink 

MuliiReq A FileRequester library, but it's nol 
simpty another file requester library, cause it's 
the first reaity multitasking file requester {as far 
as 1 know) and above this it also has a great 
number of other features, that make MultiReq 
superior to other file requesters. Wntten entiiely 
in assembrer to be small and fast. Version 1 ,20, 
binary only, shareware. Author; Andreas Kreijs 

OmiiFroh A very small "mmi-hack' that aKows 
Enforcer to be used with some specific SCSI 
controllers that don't bind an AutaConfig node 
into tn© ExpansionUst. Enforcer registers the 
accesses to the hardware at OxeeOOOO as 'h is 
Tints little gem witi create the AulaContig node 
for you. Includes source. Author Henning 
S&m iedeha usen 

Frod Rah Disk 779 

AAP_AAC Animation playback and cxflverl 

programs. (AAP and AAC). AAP tan show I FF 
IIBM piciures. show IFF ANIM_S and 
IFF_AN[W_7 animations It csn show (bng) 
secuences of animalions and-'or pictures using a 
scnpt file and can operate from memory 
(preload) and;br disk. AAC converts between the 
supported anim filetypes ando'or sequences of 
piciures. AAP version 1.2. AAC version 1.1. 
Includes source and a small sample sequence 
mix of pictures/animalion from scnpl file, Aulhvor: 
Wolfgang Holer 

Plasma A Pfasma Cloud Generator lor V39 AGA 
machines only. This pro- gram will generate 
Fractal Images called Plasma Clouds, using the 
AGA 2&6 color modes with fuil use of the 24 bit 
palette. Includes source. Author: Roger Uzui 

RDBInfo Reads ihe FlgidDiskBlock of the unl 
and device given as argu- ments, then displays 
the most inlereslmg parts VersionO 17. Binary 
only. Author Gerard Comu 

SAf^A The official Commodore developer 

intormalion package lor the SAfJA-ll Network 
Device Dnvers. includes the SANA-H spec, 
readme files, SANA-II dnvers for Commodores 
A2065 (Ethernet) and A2060 [ARCt^ET) boards, 
docs and includes, and some exam- pies. 
Release version 1.4 update to version on d-sk 
number 673, Author Commodore- Amiga 
Networking Group 

VPorlPalch A very smar2 04-On(y utility tftai 
parches the grapViicslib- rary function 
MaiteVPonO m such a way to avoid an annoying 
bug that keeps multipaletie piaures from being 
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correctly scjoHkJ (moilipaiefle pictures corlain 
ihe new PCHG chunk whtch specilios lino-by- 
tine palmio changes; hundreCa ot calcrs can he 
tSsplaycd oven jn hi-res with muHilaEiting and 
hjtl syslemcofTipali&itsTy) Includes source 
Auinot. Scbasiiano Vtgrut 

ABackup A powertuf backup ulilily. Ihat may be 
used bolli to( hard drsk backup nrid for file 
archiving Has a lull Iniu ibn interface, a 'batch' 
modo, Can savc/kiad file si^leclion. handle HD 
fioppiea, elc This is a 'MAJOR' upda!e. with 
suppofl for XPK library, chiW task Ioj- djsJ* wnle. 
error rocovonng wrhen wnting to a disk and 
more Induda botfi French and English versions 
This IS vorsjon 2 00. an updalo f tooi vorsioo 
1 &0 Qfi disX 7^9 Shareware, blr^ry only. 
Author: Denis Gourtellft. 

MEM A liltio mernory game where the ob|ec1 is to 
remofrbof the face of a ihier you am shown for 
a vanablo longl^i gI lime dopendir9 en Iho level. 
You aid lh«n presented with a screen m Mhidi 
you tiave to "recreate* the lace us)r>g va^wus 
seSect- K>r5 tor eyes, eyebrows, rwse arwl 
mouth, Voraior 1,0. binafy only Author Jason 
Tfuong 

NickPrefs An onfiancemoni to IPiols Ihat mflnagos 
threo row proleiences. WBPictuie allows you to 
display any IFF picture in iha msin Workbench 
window. suppUinling the original {and bonng ,-)) 
V/BPatiern BusyPcfnier lets you ed^t the ctoOt 
FO)n:er used Oy ptograrrs when they are busy. 
You may Cr#a!e an anirraled pointer Floppy 
provides Iho ability lo moss with the public fields 
cf tfackdisk, thai is, the TDPF NOCLICK flag, 
step delay and the like Requires OSZO, binary 
cnly Author Wscola Saimona 

flacfiel Raccoon A set of hiand-diawn 'E nc- Schwartz ■ 
Animation -styte' piciures ct n new canoon 
character The pictures aie overscanned ni- res- 
interlace (/CMndBO) and are provided m 16-color, 
6-cok3f , and 4-coitor flavors so you can a&& them 
Iqr V/cikbench &ac*irJrof: pictures The COJors. 
£re anange<t so that al lisast on Work- bench 2.x 
you ^ill have standard looking i)tl«bars. Author 
Le$iia Diet? 

Ereji£ishL0li»LZ61 

PowerSnap A utility ihat alkiArs you to use the 
mouH to mark characlers anywhere on the 
soven, and ttien paste mem somnvhere etse, 
such as in another CU or In a string gadget. 
Checks what lent is used m the window you 
Eoap from and will Icwk lor Iho position of Ihe 
characters automatically Recogniresali non- 
propodiortai fonts of up to 24 putefs wide and of 
any heighi. Woiks with AmtgaDQS 2 m both 
sheSl and WotKSench envionmenls This is 
version 2.1b, an update lo version 2 on disk 
726. Binary only Author Nico Francois 

TKEd TKEd is a very comfortable Inturtion-based 
ASCII edJtor with an english and german usor- 
iilerface, II car read le>ls packed with 
PowerPackei. has user-ijelinablen-tenus, a 
camfoFtaWe AREXX inlerfaca with 109 
commands, an interlace to some errortoots lor 
pfogranimofi. macros. ufKto. wordwrap, 
supports fckld^ng^, ha$ an online help ftiodc, and 
many olhcr features TKEd is re- entrant and 
can be made restdem. its Kickstan 1 2/2.W 
compaUblo, supporTs Ihe new ECS- 
screenmodas. an appiicalicn window and 
checks iisolf (or tinkvifuseS: Version 1 .11 , ari 
update to version 1 ,05 en disk 6B9 Binary only 
Author Tom Kroener 

TWA A comnxxkfy that remembers Ihe last acirve 
window on any screen tf screens are stiuffled, 
the wirniow is autotrnaticaily re-acicvated. when 
that screen is brouQhl lo front Version i 0. 
binary only Author; Matthias Schefer 

WBVedaLiI Aliows the own^r^ ol AGA machines lo 
create a nice Copfier background fo*" a 
sei^cfablo color, usjng ne whote 16 million cotcr 
range oi the AGA chips By specifying ihe color 
of the first and the last Ine ol the screen, 
waVerlauf will make a smooth color change by 
Jelling a now color value on every staniine 
Requires Kickslah 3 Version 1 4, binary only 
Author Chnstian A. Weber 

E£filfifth_DltK.782 

DFA NOT just another address utility* 

DFAIbdress) features email support, dialing, 
ditferent types of pnntrg addresses, lull 
commodity suppod. application con. Aiexx port, 
font sensativc windows and can &6 lulfy diiecied 
by the keyboard. This 15 version 1 1 Shareware, 
binary only. Author Dirk Fodottoin 

TwilnghlZone A modular screen blankor wilh a 
ussr-tnondlycBntrolpanei Provides: Selection 
of Wanhcf module Itom an expandable list oi 
modules. A ■WanJ(-now leature by moving the 
mouse potnter mio a ccmer of ff*e screen: A 
blank-never' option by moving the mouse 
pointer into a comer of the screen: Adjustable 
timeout, and selectable wakeup events Version 
1.1/2.0. blnaryonly Auhof Radnor Koppler 

ValCon Converts a value Irom one numtwr notation 
system to another Cui-enUy the decimal, 
hexadecimal, binary and octal systems are 
supportiJd Version 1.10. Iteeware, binary only 
Author Chris Vandtfltendonck 



Vak "Yet Another Kommodly". Features a 
sunmouse Ihat only acli- vales when mouse 
stops. KeyAclivale wir>dovi's. Click windows to 
front or back, Cycle screerts with mous«, Mouse 
and Scfecn Wanking, Ctose.'ZipShnnh.'Efiiaige 
windows wttn programmable tK^keys Actrvale 
Workbench by holhey (lo gel at menus when 
WB obscured), Pop up a palette on front screen, 
In&frm date |in vanouE formats}, KeyClick with 
adjustable volume. Pop- Command key (or 
smarting a command (like PopCLIJ. Gadtools 
interface. All sellings accessiWe from 
Workbench looltypes Version 1.2. an update to 
version 1 C on disk number 75.3. has some new 
loHlutes and several bug lutes includes source 
Author Manm IW Scon 

Ert«i_BihJ2lftkl93 

APipe An "Amtga p'pe' device. II c^iened for read. il 
will run Ihe file namo as an Amiga CLI 
command, wilh the oulpul going to the Opening 
process, II op»nod For output, it wili run the fil^; 
name as an Amiga CLt command, wrth output to 
Ihe apeneti fi'e sent to the command as mput. 
V0(£iO0 37't, an update to version 37 2 en d-.sii 
number iBOl Author Per Bo|Sen 

DiRklnto A piogram like the AmigaDOS Inlo' 
command, but II gives more extensive 
information on iho disk (voiume) end'of on the 
device req jested Version 1 OQ. Ireewarc, binary 
on(y, ALfthor Chrts Vandierandonck 

Hackdtsk A compteis replacen^ni tor 

trachdisk_E)evice minus support for 5 25 inch and 
1 50RPM floppies tt offers a venfy option and is 
faster thian IraCkdisk 2 0. Hairkdish is ,$upplied as 
a Rom- Tag modulo and may bo RamKicked or 
piacEKJ directly in the Kickstan ROM Free for 
non-commsfcial mo. assembly source mduded 
This IS version 1 12, an update to version no 
on disk nuTibereST^ Author- Dan Babcock 

KingFtsher A speciatircA daialiase tool providing 
maintenance arnd search capabilities for the 
descriptJors o( disks m the format used by this 
library KJngFisher's database can span multiple 
(floppy} disk volumes, can be edited by text 
editors thai supporl long ^vM lines, can add 
disks directi^ from unedited email or usenet 
announcements, can remove disks, rebuild a 
damaged ride*, Nnd nent or prevtous software 
versions, pnnt or export (pans of) tfie datatase. 
and ntore. IrkchjOes a data- base d disks l -770 
This IS version 1 1 1 Binary onty. Author UdO 
Schuemiann 

Fred F!sh_PJsSZM 

BindNames A solution to the problem of having to 
continual^y edit your sianup-sequence to 3.00 
a&3Jgrimeni$ f&r k>gical vanaWes whgn you add 
a new program Smdfiames wiH read one or 
more ftles in a speoal directory and then create 
alt the tOgi^l assignments, at OnCe and H can 
figure out dependencies, so il doesn I matter 
how you order the entries m the fileis). It will 
create direclones that it can't fmd, such as 
RAMiEnv and RAM T and will generate 
wammgs for assignments that it riant resOtvfi. 
Version 1.0. mcludes source, pubtc Oomam 
Author; Dave Haynio 

DirKmg A very powerful lepiaceiment for the 
AmigaDOS List' and Dn' cwmmarvdi. It gives 
full control on the format of Ihe directory listing 
ar^d what infonnation should be punted The 
directory can be sorted on any fieki, or on 
several fields m the order you want. Supports 
many filters, such a& name and dale, and the 
fitters can be motto effedrve on files only, 
directones onfy or on both. You can also define 
n pattern for each towel of the director/ tree Has 
an LFORMAT option which is uselul for 
generatirtg Scripts A unique feature ift Iho DbJl4ty 
to monitor the scanning process English version 
supplied. German. French and Dutch versions 
available Jrom thie aulhor. Version 2 10. 
shareware, binary onty Author OinS 
Vandiererdonck 

Lyapunovia A mtf\dbogg<ngi;y colorlul program that 
makes pictures from a simple mathematical 
formula. (And il s NOT Mandelbfct') Lyapunovia 
pictures vary from coiortui candy "o mean metal 
(Or someiningj, olfenng you everything you ever 
wanted in visual roprescfitaiion of abstract 
nothings... This Ireely redislnbulaPIo version of 
Lyapunovia has been thoroughly tested to work 
onallAmgas Speaai registered versions with 
precisian -extension, opismized fo' bigiger CPUs, 
and support of WB ? O^i and WB 3 
dispEaymodes [all 256 cok:rs) are available. 
Version l.Q, binary only. Author: jBSp>er Juul 

Fr«d ElstLCUlsJBS 

FdoStorage Small demo of a file tibranan. a 
database for files The database exists as a 
number^ of rndev I^l4$ and disks where 
FileStcrage puts your colectkon ol file$ 
FiteStorage 'fomembefs" bow many free bytes 
each :Storage disk has and iries to fill the disks lo 
the maximum For each file you can add a 320 
character long description and set 16 different 
(user definable) lilotypcs Searching I adding / 
Etpiot^ng y changing its all there' Version 1 2. 
Unary onfy. AuitKu-. Joep Gn>Dten 



RomCon Converts a decimal value into a value 
represented by roman numbers. You can convert 
from decinwl to roman or from roman lo d«omal 
E.g ISM' equals 'WCMXCir Version MO. 
freeware, btnar/onty. Author Chns 
VarnJWTendorici* 

S&nTst A program lo reveal small irregulanties n the 
beam sweep ol computer monitors. Uses Die 
MOIRE affect to render such delects more 
readily obsensraWe- a short program which should 
be compjitibte wiin OS 1 3 as well as reteae 2.0 
Version 2 0. binary cnly. Author: William Bansh 

SeePix iBasod on Oiaf Barthet's Loadlmage vt 1 1'. 
SeePu is an IFF viewer/pr inter, featunng the 
ability lo modify the colors o< a pre tor pnnting. 
allowing tor truer cobis m the pumout (1 e BJue 
pnnis &luo. not Purpe) , without modifying Ihe pic 
Itself SocPiM features an ARP interface, 
tcom/ation and the PalhMaslor File Sel^e^loi, 
fviann AZTEC "C Sojrce included. Author: Hank 
Schafer 

Showgerb A Gerber dtsplay program. Gerber 
ptotNes are generated by several CAO 
packages This pnjgram will display ihem on an 
Amiga usmg i .3 anc piobaWy 2 xx and 3 kx 
Source is not included but can be requested Irom 
the Aulhor. Includes several sampio ploifiles. 
Version 1 00, Wnaryonl/. shoreware Autftor: 
Paul Gill 

Timing A program to deck tfw time between two 
evefiis You can use several na.m«$. ena^mg the 
timing of different events. Useful nriLamfy m scnpls 
though other uses are possible Timmg can give 
the elapsed fime in ticks, seconds or m the 
normal hh:mm: ssfcrmat Version 1.21. 
freowaio, binary only. Author: Chns 
Va nd lO r ndonch 

UCD A utility for changing the current directory ll 
scans a disk and bulds a file containing 
informaiion aboul t^^a directory structure thai 
makes it possible for fJCD to change (Jirectcry to 
any diroclory In the scanrved volume by simply 
naming the directory without pathname 
informaiion UCD c^^ keep irack of the directory 
strucluio ol multiple volumes. Now supports 
wildcards. Version 1.15, an update toverskm 1.0 
on disk 734 Binary only, shareware. Author fJife 
Hoisl Christiansen 

YAPS Vet Artother Public Screen Martager' USiOg 
VAPS. you can open Putt*c Screens m ALL(I| 
Amiga- DispiayModes. even in the new A^OQQJ 
A1200 Modes. Requires OS 2.04 (V37+1, works 
even under OS 3 (V39*) Binary only. Aulhor: 
Kartheirv Kimgbeii (CEKASOFT) 

Hypei Will load yoy ihrough documents that are 
wntten to be used with the legendary 
'Am'gtnGu'de' from Commodore. An ARej:x port 
gives access lo it from olho' applications 
Requires OS 2.x. Version 1 15a, an update lo 
version 1 OQ on disk number 739 Shareware, 
binary only. Author Bemd (Koessa) Koesimg 

tonAuthoiDemo A reptacement tor iconEdit2.0 II 
can transform iFF images or bnjshes unto resized 
2-6nPlane lirushes or icon files that match Ihe 
Wor^Bench2.0 colors Online help is available via 
Hyper" Demo version limited: lo processing 
provided derm im^ge only Rstjuires OS 2.x 
Var&jon 1 06, an upKJiale lo vorswn t 00 on disk 
number 739 Stiareivaro. binary only, Aulhor: 
Bernd (Koossi) Koesimg 

Macro A smail utility thiat reccrt^s a sequervce of 
keypresses that can be recafled at any time. 
Handy 1o< on the ff>' recording because o! its 
simplciTy fDoesn't need a wrrnjow, doeini use 
the functions keys, so it won't mlorlere with other 
uses ol them, etc) Versjon I 0, includes source. 
Author- Piero Fiiippm 

RSM An ARgxk compalible serial port manager- 
Run youi aonal port from oiher programs' 
Verston 1,42, C source included. Author. Ron M. 
Bame 

VirusZ A virus detector thai recognises over 500 
booiblocks (196 boot virusesji arKi over 70 file 
viruses The filechecker can also dectunch files 
for testing The menwr^' checker removes all 
known viruses from memory without Guru 
Meditaiion' and checks memory for viruses 
regularly VirusZ has easy lo use mluitJonized 
menus including keycuts for both l>eginniets and 
experienced useis. The totally new boolbiock lab 
offers all important Dooipiock operations on one 
screen VirusZ perfsnns a seff-lesi on ever,» 
startup to prevent hrtK virus infection. Wntten 
entirely in assembly language artd operates with 
Kick- sinrt 1 £1 .3. OS 2.0 and OS 3 0. Version 
2,27. binary only, sharewaro Author: Georg 
Hermann 

EtESLEittLDJlXJaZ 

ApfilBifef An Applcon utility to sjze ftsits, 

Qtrectones or flies Gives ine sue in t>yles. btocKs 
and the tolal cccuped. Requires KickStart 
37. ! 75 or higher. French and English 
documenlalion. Version 0,20. binary only. Author 
GetaidComu. 

GeiSC Gets \he coi&urtnap ol a single specified or 
all avBiiabfe screef'S Thecolour values are given 
n hdxadedmal kxmat. GetSC is aiw (he perfect 



fool to compile a collection of colourmops for 
use by the SotSC piogram. Version 2,00, 
stiareware. btnary oniy. Aulho" Chns 
Varxfierendonck 

Iriakelnfo A modified GNU makeinio thai a»Ow% 
you to easily create a AmigaGu«Jc( Rj hypenert 
file from a Tcxlnfo lex file in addition to the 
usual plain ASCII tile and a TeX dvr lilos. This 
version fires two nasty bugs makemfo working 
on 6&03Q rvachir^es only, and amiga ten not 
hiandFing correctly ail foreign cnaraclers Version 
1.49b. includes source. Author FSF. amvga 
enhant^menis by Reinhard Spisser and 
Sebastiano Vigna 

RIVer Many programs contain m their binary code 
an emtMdded vef&ion ID. whnch is u««d by the 
AmigaDOS commar^d 'Verswn'. RlVe< is FWt a 
replacameni lor Ihis command, but rather an 
extension. RIVer enabJeS you to add this 
embedded version ID as a comment, or to print 
It in a table where each field of the ID is dear- ly 
pnnted. Verswn 2 00. freeware, binary onty. 
Author: Chns Vancherertdonck 

Scale Plays 1 -* simuflaneous muscaf scales on 
the AmJgas 4 sound channels, using Rob 
Pecks AudoTooJs package. Six octavo range, 
Ascending/deacendhng, muttiple stops, several 
different speeds of playing simullanoous scales, 
overal' tempo control^ for. Intuition interface. 
Indudes source Author: DickTsykx 

SetSC Alcws you to change Of rem^tfieedtoura 
of a screen SetSC gets the aAxmnap tmm a 
hie by using the map s name, from thfl 
Worhbench screen or direclty from Iho command 
line. Seise is very useful m scnpls. where you 
can change the screen colours one or more 
irmesdunng script oeaution Version 2,io. 
shafewaro, binary only. Author: Chns 
Vandie tendon d( 

SpartanThe sources tg the Spartan PO sc&l 

inledara dnver for Amiga 500 and Amiga 1000 
ongpnaDy by Paul Harker. This is an enhanced 
version that ir^Judes a major bugfix and ' SCSI- 
Oirect support Versions 34,3 (genenc) and 34,4 
(trtjQ SCSi) Author: Severai. see documentation 

ViowiekA lealuro packed Ptcture/Animaiion Viewer. 
Shows most ILBM s (including 2J-bit ILBM s). 
most CompuServe GI F fonrnai images, most 
jFiF format JPEG images and most AWIM Op-S 
fonrtai am- maiions. with support for differert 
palettes for each frame. Supports SHAW. CTBL. 
and PCHG images, fufi support of ECS/AGA 
display modes (io show 2S6 cgfor GIF s directly, 
show aoOneoO HAM animations, etc ) Supporu 
viewing contents of clipboard. Iconilles to a 
Workbench Applcon tr^ur^es a version wntten 
for GVPs Impact Vision 24. to support true 24i- 
bli display Version 1 ,02. requres WorKber>ch 
2.04+. binary only Aulhor: ThOmas Krehbiel 

Yacht The famous 5 dice game revised lor ihe 
Amiga features contm- uaJI'y i4xlaled onscreen 
scorepad which displays ail possible $cores aher 
each roll. Another feature is ihe player con- 
if oiled dice roll ■ hit Ihe STOP ROLL gadget 
when you feel lucky' Version 1 1, binary only. 
Author; Richard Gallagher 

Cheats Have an old game ifiat ycu got tmstrated 
with and put away? Get hopelessly test m an 
adveiiture garrve maze^ Get 10 ievel 218 ol your 
favorite game when your cocker spaniel mistook 
your scrap of paper listing entry levct codes far 
his tavonte sock? Well there might be somelhing 
in thvs huge list of game soluions. hints and tips 
that you can usef Author Many' see rnd'vidual 
kstif>9S. 

MatchPtay A small CLI program thai enables 
expshmenling wilh AmigaDOS patlotn 
matching, lis the best way lo learn how to use 
and interpret those paiiems You give a pattam 
and a slhng as arguments and the (jrogram 
determines if the partem woud fiave matched 
the sting Ftequifes 0S2.x. version i 00. binary 
only. Author: Chns Vandie rer dOfKk 

f^ouseAideOEIvK) A DEMO version ol a Mouse' 
utility which has all the standard funcliona 
Wouse Acceleration with ihreahokl, window and 
screen manipulation' by mouse and keyboard, 
mouse and acroen blanking. SUN faulo- 
activation) mouse, user definable hot key' 
command. Keyboard "Stnng" macros, etc -. But 
also has furctions other MoLse' programs do 
NOT. sucti as Sheii-CycSing, Key Clicking. 
KeyCEosing. l^utti-icon-Seied with Mouse. 
Middle Mouse Bunon Windowing, EZ-Date 
generation. A^^ouse Port switching. Workbench to 
Iho front function. Freezing Mouse & Keyboard 
ol alHnpul.elc . f^ow mote 2, Ox friendly ihen 
otder ver&jons. including the abiiity lo liKtion 
correctly in Super-HiRes' screen moCte* Wntten 
m ItXPo assembly language for efficiency in size 
and CPU usage Version v7.12a. an update to 
version v5,02a on disk 71 1 , Shareware, Binary 
only. Author: Thomas J. Czamecki 
NPD A iitlie ulilrly to convBfl hJoisePacker 2.xk 
modules to Pro- Tracker fomiat Wortis on 1 .3/ 
2.0.'3.0- Version 2 40. Ijinary only. Auihof: Nils 
Comeliusen 
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NTSCiPALTwo small command line utihies to 
swiicti back and lorrh be- tween NTSC and PAL 
^lEplay modes Shoutd wOrk On any irachino 
wilh a Fnllflr Agnms' or boiler Binary only 
Author Paul O'fTy™^ 

QC A vTUll CU command Vrmt returns 

tfifotmabefl about the cunetw &ttett Such as Ih4 
bMVcS process number, mo prompr used, in* 
cunwit dirDctcry. tne deinjit slack size, tho 
curffln! FAILAT level. The DOS arro; that 
KCjriQd wi!h ihe I3BI command run, Ihe relum 
code ol tt>e last command arid more Vers4on 
1 10. fre*warE. bnary Only Author. Chris 
Vand'erendor>;", 

Fred Fl>h DliK.Tes 

MakeDM'<ik'D< An aulomPiled DMnke fite gervcraior 
Vou give it Ihe names ol iiH the C-lites used to 
produco your execiuiablo loMcopt 'irKude'd c oi 
h lites). And lE will >aulomaticatly scan them to 
find alt deperKJBrxses. arKJ prodixK a ready 10 
use (+n many cases) DHaVeFite catting DCC 
with options you vnti need tor normal compilattofi 
and Ffh king VeJ^ion '5. includes source 
Author PiotJ- OlMTiinskh, from original code by 
Tim McGratfi 

PongoDemo Offmo version of PONGO 1 I . a 3D 
crynamK: fttodeJtng progiam tfinl loads, animate? 
and liflfiiforrrts 3D objeciG m many diflerent 
ways Ttiis demo version only &uppOit& tho IFF 
ANIM5 file formal for animations. wiV^ the 'Save 
Imagine objecf ioaA\jn dlsaUod. Supports th« 
ifot<ov%ing types of morphinj): Trartscale. Tajwr. 
Shear Botaie. Twist. BervJ. Waives. RadaJ Bend 
and Metamorph Atl train$lDmUtiOt^ may be 
combined {1 e you migfii both Twist and Stioiir 
an ob|ocl fll ttiB same time). Roquiros 1 IvIB min. 
and a PAL Amiga (does NOT run on NTSC 
compjters) AiJtt>or Guido Quoront. sybmittBd 
by AMIGABYTE 

Qi^hSuU An ufusualy smai arxl teatufe-packed 
'nwus* utWitr. Was inspn4d by. but r>3t denv-ed 
Irom, tha oti^nai QMouse by Lyrrutn Epp. 
Features include auio^matic wfndow aciivauon 
(likD WindXI. top-lme blanking lor A30OO A2320 
users, system- (nendly mouse Wanking, mouse 
flcceleraiioalhrestrold. Pop- Cll" click -tchtront' 
back. SvinMouse'. NoCiick', "WFtdStar*, 
Norlhgale key remapping, and mo«e r^equ-res 
Kickatart 2.0. but is not a commodity Only 3K 
Version Z 2 1 , an update 10 version 2.20 on disk 
731 Public; dcmdin. ,assfimbty SQurce included 
Aut^tor, Dan Babcock 

FfwJFIahDItVTW 

UChessA powerliJ version of (he program 

QnuChesa verawn A lor the Amjga. Ptays a very 
aliong gama of chess. Code has Men re- 
WfttiKi and data sriKture* re-otgani2»d for 
Optktial ^TibfriCy W 32 W $$020 and better 
AiniQa syslBrns. Fuiy mumtaskirig, autornaticatty 
detKtB ant supports 640X480X256 co^or AGA 
mode machines, and cJoes not at any time BUSy 
wait. Requires a 6a0'20 /0SO.'040 based Amiga 
computer system with AmigaOS 2,04 or later 
and * Meg of ram minimum Speaal L' version 
optimized fof 6B040 and requires 1 Meg of ram 
mimmim Supports a varwTy of standdn] 
features wch as load. save, ed't board, 
autoplay, swap sides, force rr>ove, undo, time 
Ifmits, r^^nte, show think- ing. and a supervisor 
mode that will allnw (wo humans \o play Willi the 
computer acting ^ a 'supervisor". Version 2 04, 
includes source. Auiror. FSF. Amiga Port by 
Rcger U^un 

To Be Corrtinued 



loi^jicLugloo 

To the host ol our knoniedgo, the maiertals m ims 
Jibrafy are Ireely distntHJtabJie This means they were 
either publidy posted and placed in the public domain 
by theif authors, ortheytiove mlrtctkins put>iist\ed m 
their fites I0 which Mre have atAiered If you become 
aware of any wotgtion Of the authors wishes, pieaie 
cqnl&ci u» by mail 

IMPORTANT NOTICE! 
This list is compiled and publisliod as a sen/ice to the 
Commodore Armga comftiunify for informational pui- 
poses only fts use is restnclcd 10 non-commeraal 
groups oTk^' Any dupteatnn lor convi^rciaJ pur- 
poses IS slncOy fortHdden. As a p&t of Amazng 
Conwuiing'*- . this fist is inherenHy copyrJgWed. Any 
infrngement on ttiis propriotary copynght without 
enprossod wrilten permission ol the puyishors wilil 
Incut itvo full Icrce ol legal 4ir:i(ons 

Any noncommercial AmiQa user gioup wishing lo 
{luplicate this Li$t &hoi^ contact 
PjM PutJtications. inc. 

PO-Boxeeg 

Fnll River. tJiA 027?? 

AC ts oxtrD^>e^y irteresied m lielping any Amiga user 
groups m r>on-commerciat &uppon lor the Am»ga 



The' following sets of disks were inadwertenlly 
miEsmg from previouso AC listings. Wo supply them 
here to assist our readers in mainta'ining a complete 
list ci Ffed Ftsh Disks For a conskJenI indORed and 
documented tst. phjaie $e« AC* GVIQE To Tfte 
Commotion Amiga. 

Era^eOi&k A Small, tasl program used to erase a 
disk by selling oil bils on the disk lo ;ero. 
Version 92. an update to version 69 on 
disk 544 Binary onl/ Aullior OttoBemhad 

MountSture Altows you to reuse the loaded coda 
from one devAA for other devtces thai are 
appttcabJe. Usjngi MpyntShare. you ipfcaty a 
master devKe whose handler will be reused 
by other devices, Auihoc Olaf 'RhtallQ' 
SeitMjri 

0»ArDevUntt A package that provides an 

eiitended locking mechianism lor a {tevice/ 
unit pair that makes using programs Vke 
getty much easier Getty is a program that 
sits on the serial pol wartng foi calls to 
Come in. By using OwnDevUnii libiary. a 
program can requesi that getty tempofanty 
lolease the senai port Version 2 1 . an 
update to ver&ion 2 on disk 577 Jncfudes 
source Author Christopher Wichura 

P-Animate A lull 3D Animation progfam tor 

pfotJucing animations in AnimS lormat. with 
emphasis on Irve characters rather than 
inanimate (AjectS- Can also be used to 
produce animatBd ilusJrattons lor use m P- 
Reader iflusTrated texts. Version 2 1 . 
freeware, binary only. Author Chns A 
Wyndham 

PCompress A compression program thai 

picduces smaller files faster than any olher 
curren! general-por(>ose Ctuncfxit. using 
I_ZK compression aigonthms Can fiandle 
Single files whole drawers, disks or 
seceded files or lypas of life within drawers 
and disks Includes compression and 
decompression obiect files which can be 
tinked to your own programs Id allow Ihern 
to accou arKl output data m LZh lormat. 
Version 2,3, an update to verwon 2 1 on dtsh 
595, with subiStantifiJ enharwements 
FieewarO. binary fKtIy. AutltOr. Ctias 
A Wyndham. LZH code by Bahhei/Krekel 

P-FixLib A new P-Suite ubEity that diverts calts to 
DOS library 50 ihat P-Gompressed (ties are 
decompressed before being opened or 
executed Any type of fiSe. inlud^mg icons, 
exocuiabies. libraries, fonts, texts, etc may 
be compressed Eflecfivel)' doubles the 
capacfly ol youi disks. Version t 2, 
freeware, bvury oniy Author Chas 



Fred PMi Dirt Ml 

501 This program keeps score lor the dart 

game 501 Games lecorded via the 
keyboard create a Cata base roHocling each 
player's performance. The statistics track 
personal bests, averages, win percentages 
0nd high scores WnTten and compiled us:ng 
HiSo^ Baste Protessionaf. VertKyi 1,12. 
binary only. Auttur. Gifles Lepage 

Icons A bunch of 8-CClor icons (or systems 

running AmigaDOS 2.0. Previously released 
S-cotor icor\s Irom the author appeared on 
disk5 2l3and533 Author WoHPeler 
DetmtA 

STO A very compiahansKre (fliectory utitly for 

the Amiga that supports at least a couple ot 
dozen different commands \ot operating on 
files Version 2 0, an update to wo'Ston I 06 
ondisk33fl Binary only Author: Timm 
Mamn 

Fred FIth DJ»h 652 

ARTM Amiga Real Time Monitor displays artd 

controls system activity such as tasks, 
windows, [ibraiios, devices, resources, 
ports, residents, interrupts. vec\af%. memory, 
mounts, assigns, locks, fonts Kariiwareand 
res cmds This is varsion t .6. an update to 
vsrsKjn 1 3c on disk 551 . Shniowaio, binai>- 
only Author Dietmnr Janson nnd F. J 
Mortons 

bBasell A simple database program using an 
ntuttkon tnlerface Sioros. sons and 
sean^ws for infonration. Limded 10 9 fields 
in each reeon]. FeaiiTBs inciucte fasl sortfig. 
search in any Held, mailing tatMl luppon, 
and best of nil. It's really easy 10 u«e. Thts ts 
version 5 32, whkh ij^es some bugs which 
Crept into vorsJon 5.3 on disk 60&- Binary 
only Author. Robert Bromley 

Brain A srtiall multtta^mg game which is 

made for entertainment dunng compiIuTg' 
linking. Your task is to create a formation of 
numbers fnsm t to 4 given randomly by the 
computer If you cIk* on an empty plot, a "T 
will appear and all naighboufs will raise thetr 
numbefsbyone Version t oi. Includes 
Source Aulhkoi And'e Wichmann 

Surf A Backup ReFrestwr wntten m R&xt 

Designed lo maintain backups of important 
direciones t>elween *uit volumo backups. 



Copies ortty new and modtlietf tiles, usJng 
eith&r archive flags or date ccmpanson. Can 
optionatty delete trom the tiackup any tile? 
and subdirectones not found m the original 
This 15 version 5 00 Author Mtcitael Tanioi 

Eferrienis Very nice interactive dispay of the the 
Periodic Table of Elflments tndiudes 
general row and column information, pfus a 
test rT>ode where the progiam asks specific 
questions about tfie selected element or 
row/column. This is veision 3 0, an update 
to version 2.3b on disk 593 Now is 
com^etety AmigaOOS 20 confnimanl Path 
and tarigua^e intormation are conrigjfabie 
from the con. uses 2,0 propo-tional fonts, 
cen be opened on a pulitic screen, and 
includes German and Swedish name lifes. 
Sharewaio, binary only Author. Paul 
Thomas Mtltei 

hfotily A suite of Reix programs U^l can tm 

used TD issue messages 01 nfi commands 
automatically on certain days and'or at 
certain times ol day Facilities are providBd 
for the adding, editing arvd deleting of 
messages, and for displaying the times and 
le«ts of pending messages A Chitr* 
program is included to en3b4e the lime to t>e 
annourvcod at tegular mwrvnls This is 
version 1 02. an update to version 1 Ol on 
disk 603 Author: Michael Tanzer 

SwflchColots Allows you to switch between three 
palettes: WorkBonch i.x standard colors. 
WorkBerich 2 starioard. colcrs artd ycut 
own pal4tl«. V«r$ion £.0. mdudes source ■r^ 
C Author GlMo Wegener 

AnlMan AniMan combinss Amiga animaijon, 

speech synthesis, and voice recognition, to 
provKje ycu with an animated talking t>ead 
ffiai A1II fhci any Amiga progiam by voice 
Kjfnn-and Ask for an Amiga pnagiam by 
name, and AmMan will oblige, ft AnJMan 
becomes impatient, you may be insulted. 
AmWan will also recite poetry 1I you ask 
nicely. This is Version 2. t of Anil\^an. which 
requires only 512K chip menury and 
aupports boin the Perfect SourwJ 3 or Sound 
Ma^er (Sound l^lagic) audio digitizers 
AnlMan ts like nothirtg you've ever seen 
before. Binary only Author Picfiana Homo 

BumpHev Implements easy creation of source 
code revision traders, similar to ttie kjg 
headers to t>e lound at the \Qp of the Amiga 
C include fites 3s a rewntten version ol Ihe 
DoRevision program from disik 325. Thrs 
version can be used for assemoter source 
files as well as C source tiles. This Is version 
1 includes sou/ce Authior TcTSten 
Jurgeiett 

FileSelect A new file requester whicn is small, fast 
and has some new features. 1 has a fleiiibie 
filler option, optional DOSgaOgets (delele, 
rename and rnakedli}, displays the si2e of a 
program, is last, can display aft connaciedi 
devices, «lc. Vv^on 2.0. Axkidestoura in 
assembly language. AulTvir Andr4 
Wichmann 

HnrdBIOCks A shared liljrary with support routir>e3 tor 
Commodore s hardblock stancfard. and a 
smalt tool which demonstrates u^ of the 
library. Version 1,V includes source. Auihoi 
Torsien Jurgelea 

MidiOiag Displays met data as wei as indicating 
wtuch midi function was detected VersKMi 
2.1. b«tQry only, AMfftor. Micnae] Dosa 

V/Base A hmridy database which stays as a 
small window on your Workbench scroon 
and Supports PowerPacked f^es, even 
crunching them ifsell It also allows you lo 
run programs from it This is version 1.3. 
binary only Author Simon Oick 

WConjnjt A pnnter Style controller which stays on 
the Workbench screen and atov^ you lo 
CfiaffQe >'Our pnniers styles, it wortrs through 
whatever pnnter dnvor you tave and so 
works with all prmier^ This is version 1 0, 
binary only Author Simon Dick 

Frarf Flah-PlBKiM 

2Vicw 2View Is an ILdM picture viewer lor use 

uiKler Workbench 2 It supports all 
standard Amiga graphics mooes, SI-fAM. 
MacfoPaini'Styl.& dynamic hires, cdor 
cydfa^g, AReu. and t»lh tt>e CU and 
WorkterKh. A list of lilcs to display can be 
given, or each filename can bo specilted 
individually. Each picturo can be shown lot n 
spealied penod ol time or unt I the user 
dickB ttia left mouse button Version t SO, 
an upgrade lo version 1 1 1 on Oisk 546 
InclucJes source Autriar Dave Schreiber 

DSound DSound tS an eSVX sound sample 

player that plays samples directly off a hard 
dnve. without having to toad the entire 
sample into memory first, making it po3sit>le 
to play samples of any length even under 
limited memory coTrflition Ttvs version lues 
bugs and aMs support for sle-eo samples 
and playing a morKS sample out of both left 
and nght channels In addition. DSound can 



now be made lesident Version 1.00. an 
update to version 0.91a on disk 546 Author: 
DavG Schreiber 

Intuisup A shared library with support routines for 
using texts, menus, bonilers. gadgets. 
reQuesters. and mo«B. under Am»oaDOS 
t 3 trK:ludes a template editor and sou'ce to 
library and lest program* Thts is version 
4 0. an update lo version 3 on disk 601 
Author: Toiston JurgoloJt 

MewBoot A new bootoiock which optionally kills all 
fastmcm. avoids NTSC-Amigas (PAL 
vetSKMi only). oaeiiS the CLI-screen with the 
rroanmum size of 256 pmeis (J'AL version 
on(y). installs a last TurboFonis r[>utir>e 
which speeds 141 all LVOTexi activities and 
changes the COOr during tjOOtJng to Show 
that no virus is on disk All options can be 
skipped by pfossing a mouse button 
Version t .1 . indudes souice m assemb^. 
Auttior Andrfi Wchmann 

SANA Mam text of the final (v1 0) SANA-H 

Network Device Dfivar SpeoHication To 
actually develop a SANA-ll device m 
software which dttecity uses one. you wiii 
r>eoc) additionat information (avarialjle Irom 
CATS). Updalo (o Ihe otoolole version on 
dish 540. Author: Dale Larson. Greg Miller, 
Brian Jackson, Ken Oyke 

W&Link WBLink adds an Applcon" to the 

Worktench 2.0 screen that creates a link to 
whatever fiJe or <ifeciofy is dragged en t w 
of It. This versic<^ fmos some bugs and lets 
the user specTf>- wt>efe the icon wilt bo 
placed Vernon 1 , 10. ah update to version 
1 .00 on dish 646 Inctudos source. Author: 
Dave Schrelbet 

Fred FU t^ DHh 855 

Ashudo A clone of 9>e commercial ganw 'Ishido* 
Vou must put 62 tiles with 6 different 
patterns ar>d 6 different colors on a 1 2 < 7 
beard, but orty tHes with either same color 
or same pattern n^ay touch each other. Si^ 
afflirent game modes The best players 
•cores are saved lo disk. Version 1 .0. 
Includes source m assembly language. 
Author: Andr^ Wjchmann 

HaWar A inrtd ol A<l¥enture Constnjction Kit 

tMtsed on an easytoleam inlerproiei 
language. With it. you can creaite moderately 
GOmpieK multiple choice adventures Sonvs 
example adventures are included Version 
1 6, includes $<iurce, AulttOr: Gu>do 
Wegener 

Er«LFish.DJt]iMS 

CyborCron A cTCm utility for AmigaDOS 2 Uses 
the now, more ^eiible, Amigal^S 2,0 
1«ChnK]ue for n-nmng programs Offers an 
eitonded set of optKXis tnat n^ay be 
spoofied for any given event Vei^ion 1 2, 
includes source. Author Chnslopher 
Wichura 

JbSpool A print spooler written specifically iQr 

AmigaDOS 2.0 Has been imptemenled as a 
commodity and wnften with the TJser 
Interface Style Guide' close ai hand 
Features a complete font adaptable GUI 
containing 3 lot ol control gadgets and 
menus. Version 1 0, includes source 
Author: Jan van den Baard 

Pipeline A game like iho commercial game Pipe 
dream' jPipe mama) Needs a joystick. High 
scores are saved 10 disk This is version 2 0, 
an update to version t on disk 35B. 
)r>cludes source m assembly language. 
Author: Andre Wichmann 

SurfacePiot SuriacePtot Is a math toot tor drawmg 3- 
dimensionat parameierized suifooes Useful 
for vi$uglizing the surfaces used in vanous 
mathematics classes Aikjws you to use 
three separate functions for tt>e X. ¥. and Z 
coordinates. Includes rotation and zoom for 
changing the viewfioinl Version 2,0, binary 
Only Author Ois Bak Jensen 

BatdncDemo Derrvo i^rsion of a commercial 
platform stylo game Wo*s with PAL or 
NTSC Binary only Auihor Lmdsay Whipp 

K4Editor Demo version ol a sound editor for the 
Kawai K4 Sythesucr DiSfJays. and allow 
oditif>9 ol all parameters of midi data dumps. 
This is version 0.99 Shareware. t>iriafy oniy 
Author Martin Siengle and Bernd Jessel 

NoDelete This program pops up a requestor to 
niort you of a lile deletion being attempted 
via DoleleFiilelJ and allows you lo accopl or 
cancel it This aiso pertains to any files you 
attempt to detete via 'deioto' Version 2.01 . 
an update to version t Sa on *sk 47T. 
Includes source Author kMe Schuer>i5tmp 

FrBd_EI»h_BlltSa 

Bun^ A little tool mat makes il easy to keep 

itio vereion sthng in your source code up-to- 
dflle. Version 1 .0, includes aouice Auttor 
Jan van den Baard 

Enlorcor Detects. protects against illegal nvomory 
hits Compatible with aft OS versions 4 
machines (requires a Womory Management 
Unit Qt 66030 processor). The low I K ol 
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memory and a(l areas that are not HAM aro 
protected Irom CPU reads or wnles. ROM is 
in.irked as !e;nJ-only. Version 2,&b. an 
LpdHle to version 2,& on Cfsk 47d. Binary 
only Ajthor Bryco Nesbilt 

NoFragLib A library coniamirg 6 routines tor 

dofiagmonting memory. This is version Z,2. 
on opdate lo ifie vers on on cJtsK 503. 
Includes source AijU~or: Jan van don Baard 

RDM A fasi small- etr<ccnt and easy to u&e 

Dirtjuiiiy wrttv UNIX-compies^ compaiibte 
packer ar>d endless number rrf conFtgyrsble 
buttons, as well as all the usual leatures. 
This is Version 0,99. 3Te DEMO version o( 
1 0, wfwCJl Can be ortiBied from ai;nhoc 
SharowBce, CNnary onry. Aulhot Reginald 
Lowack 

Skfiw Skeleion Writer is a tool for gonoratmcj C 

code tor various Inluiiion based applications 
You click ih« mouse and ihe code gets 
wniien. Similar lo PowerSource and 
GadTooteBOM. but wiltl sljgtitly diHerenl 
lunclionality Author: PiotrObminski 

Vww A lent dispiayer v.ith many controls and 

lontji'Ds incliiding searcties. die requestors, 
fump to editor eic. Ve:^ori 2 0, an upcialo to 
version S 5 on disk S^O- IrKtt'de'S source 
Ajflhor Jan Van Dert Baard 

Eie^tirLCUlR^a 

Adv^nlufO Jh'^ ColQ^sal Cave ArUventure. by 
Donald Woods and vm Crowlhor. Ttits 
program mns Irom the CLI or WorftberKh. 
and IS virtually ri3ent»cai lo tuie onginai 
majnframe classic Version VOO. binary 
only Auitior Donald Woods, Wrfl (^rqwttier; 
potted by Tony Sflldpng 

Cdldfll AKA Coleslial Caesars. □ strategy game 
(or up lo nine players 1 his simpte wargamo 
pits you against any comlxnation ol human 
Or compuior opponents The game uses an 
Inluition interface, and can bo played by lile- 
mail- Version 1,1 1. bharyonly Author Tony 
B«4ding 

GadTootsBox A program tfat lets you drawd'odR 
GadTools gAdQets ard menus and V>tn 
perierates the corres^ondirvg C or assemWy 
code tor you This is version 1 3, an update 
10 version l on disk 570 Ir^cludes source, 
Auttwr Jan van den Baard 

MungWal Munges memory arx3 matches tor iliegal 
FfSflMefn's E&peciaiy usetul m oombtnation 
vwilh Enforcer Oulpu; can go lo either the 
serial or parallel port Includes a new 
MungList program that examines used 
memory areas lot MiingWall tag info, and 
Outputs a liSl of who owns ifi'S' various pieces 
of ailocatQ<3 memory their sizes, etc Can 
even laanily trie owr^er of tne memory By 
lask name Version 37,5! . binary only. 
Author Commodore Amtga; submitted by 
Carotyn Scheppner 

Fred Fl»h Disk 660 

Diamonds Drive your Me thiel buggr^ anurad Iha 
screen and try to ptc* up ttiB diamorxts while 
avoiding all the nasties on the screen- 
Freeware. Binary on^. Author, Harshy 
Warugasa^aia 

Eaten A screen hack that ptaces a number of 
creatures called Eaters on the screen 
These hungry Eaters live on while dot's, 
consuming them and leaving blaclf 
droppings in their place. Wh&n not near a 
white dot, they move randomly Versron t -0. 
includes source- Autnor Gufdo Wegener 

Kan A program that patches a repiaeemeni 

delete function into the DOS library. Ttxs 
program will simulate the Trashcan lunciian 
prQvkJdd by Workl>erkch. Support programs 
provided to aliCA aulomatc purging of Kan 
directory Irom siartifl) sequefKO CompatiWfl 
wrih 1 3. 2-0 and Airiga: 3OO0 Versicfi 1 0, 
binary only. Author James Butis 

LoveMice A shon form ol tie Wics In Love 

algoritnm {yubltshed n Scientific American 
(Spekirum dei Wissensi;hali) Version 1 0. 
includes ^urce AuTior: QuJdo Wegener 

VMB Demo version ol Video Music Box, a 

program designed to provide an easy lo 
learn an(j use envircnmeni tor Amiga 
multimedia backgrojnd music composition, 
vifhile re^uii-i(%g no pior mustc Compositional 
knowJedge Basic se*^uences are generated 
in many common musical styles from pre- 
arranged music paiiem temptates artd cftart) 
prO];p«$«MKi$- S^cidl toots prqvKJe Ihs 
aMtty to add new notes or parts tt\al foflow 
Bw Chofd pfogrossfon. Compos'trtirrs can b« 
prerviewed over MIDI or the iniernal audio, 
and saved as MiOi or IFF SMUS fifes 
Auttwr David Strohoeen 

Frmd Hah Ptah 72 t 

De teF Oar A database tor nafnes. addresses, 

phone numbers, etc. Has search and pnnt 
capab:ililies. Version 1-01h binary only. 
Author: Ken Wmfield 

DirWork A last, small, efiiciontH DIrUtility, 

Conligurabla options and buttons, bk wflll ni 
all the usual tealures Comes with exlemaJ 



contigural>on editor. Thra ia version t .62, an 
update to version 151 on disk 670. 
Shareware, binary only. Author Chris 
Hnmes 

Division An educational program tor hids of af ages 
that helps lo devek^ and shurpon dtviston 
skills. H3S lour levels, a practice soclion, 
arxJ a lesung section Varaion i 1 , binary 
only Author: KonWinlield 

DPu Disk Peek and Update, a hen dsk and file 
ecSlcir. Functions incliKle sfow devtce info, 
show bitMap^. dieck disk, zap tie. zap dish, 
zap raeSyslem arKl ^ap ngid disk blpcks. 
This is version 1.2. binary only. Author: 
Fnuts Zuyifwiik 

Odotheto An othelk> type g^imo. tnji piayo^r on an 
ociagara! board- There are hurnlrods of 
wanaHfons to Ihe game, with readable 
boards, difforani corner shapes, find a play 
!o lose mode Shareware, binary only. 
Author PC Solu[jons 

VCP A database lor an your VCR tapes Has buifl 
in search and pnni capabtlrtios. Version 1,1. 
bunaiy only- Author KenWintjfld 

Fr*dFlth DI»k722 

Counting An educational program for kkls from 4 
to 14. thai helps lo develop and tJurpefi 
sfali$ in addition, tubtradion. and 
multiplication. Vofston t .0. bmary only. 
Author Ken Wlnftold 

Intui^pA shared library with support roulir>es for 
usrng texts, menus, borders, gadgets- 
requesters, and more, under Amig^DOS 
1 3 Incudes a template editor and source to 
library and test programs This is version 
4.5, anupdaio to version 4 4 on djsk 715, 
Author: Torsien Jijigelell 

Erwi FJth D>sH JJ3 

AniMan AniWan combirwis Amiga animjiiion, speecJi 
synthesis, and voce reco^mtton, to provide 
you vinlh an animated talking head that will 
r^n any Amiga program by voice command. 
Ask lor an Amiga program by nani«, artd 
AniUan w* obtge. It AnMan becomes 
tmpaAient. you nrtay b« insuNod. AniMan mil 
also recite poetry it you a«k r^icely Tt^ts a 
Versjon 3 2 of Am- Wan. an update lo 
version 3.0 disk 712. Either the Portect 
Sound 3 or Sound Waster {Sound Wagtcj 
audio digitizer is re- quired, along wilh IWB 
ol fast memory Binary only Author, Ricf^rc! 
Home 

DiskM<^ta A muHiiaskirg floppy cfisK utility 

program. Features include mulildrive dish 
OOpier. disk formaller. disk drjiser, disk 
checker and Installer. Version Z.t.tjirwjry 
only, Ajlhof, Malcolm Harvey 

EiernalRqme A historical siralegy Hamg, that in 
spite ot rts high complex- ify is last and easy 
to play. Fully mouse controlled wiih a line 
ZOPrfiatjte map ot the Roman empire 
(overscan and interlaced options) Tine 
SinM^liOn d«Bv$rS many historical insights 
because of its accuracy (may be used Tor 
educat-oral purposes) and ts a challenging 
and entenaimng game for two or more 
players {also miereslmg lor soitnry siudies) 
Vors+on 1.1. ar enhanced updaio to version 
1 on dish. 502 Tryware, bina-y only 
Author: Sven Hartrumpf 

MemGauge A graphical memory gauga. Displays 
youi compuier's memory (chip. taai. public) 
in three horizontal bars- Vers'cn 5 2. binary 
only. Author: Malcolm Harvey 

PnniorCTRL A pnnier mierface program which 
allows you to send raw ttEX anti device 
drl^vor commands to your para lo] printer 
Also lias provisions for pnnling leil files to 
the printer. device. Makes ajcianw* um ol 
the re(M3>rvy tuKtiam. This « version 
t .(X>, rreevrare, indudes soujca. Aulttor 
Paul WiskovsJ^y 

Fred Fts h Disk 724 

Backup A hard dnve backup program Tt>al 

leatures a Custom Intuition interface, multi- 
floppy drive suppon, incremortallull back- 
ups, ovthe-tiy compresston uiing Ih library, 
optional vortfy and a rostornblo 
configuration BackUP requires Workbench 
2.0- arp. library V39 and Ih library Vl 
Versior 3.5. binary only Author: Felix R. 
Jes.ke 

DonsGenies A coilectKin of more ifian forty 

ARexx 'genies' for use with Profasskx^ 
Page, ^us some supporting matenal. Also 
in- eludes two example ARvxx vcnpts tor An 
Dopanmeni Proles- sjonal Vert*on 1 0. 
st\are*afe. includes source Author: Don 
Cox 

XSearch A program to search files and directories 
on any Amiga device Uses AmigaDOS 2 
style interface includes Ixjih German .and 
English versions Includes source m 
KICKPascal Author: Sieinn PiCchinger 

EEwLElskfiiaklZB 

Maglcon A program which lakes 'Inko' icons 

drofjped on '.he Appfcton and lums them mio 
reali" icons The program aisc supports a 



ToDls-menu entry so fake' icons spread 
over several windows can be easily 
iconitied. Support for 38 lile formats and the 
appropnaie loansarQ included Requires 
K»ckstart 2.0 or higtwr. Ttirs ts vors*on l.C. 
binary or>Fy- Autr>or Oystetn Larsen. Ultima 
Tliufo Software 

Mne A new Modula-2 impiorrwiniation ol an old 
computer game. You have an N ' N square 
ihnth mines iMdden in some HeWs. VfMjriob is 
10 mark them with a HaQas (asi as po^bte. 
High- score Irsts are si^pwied. Important 
parts o) the source code are m:luded. 
Requires AmigoDOS 2,0, Author. Thomas 
AnsOrgo 

SriWpDos A uMity for moniionng AmigaOOS caSs. 
In pan^iilar. ii aFlows you lo sec wfiat 
libraries, devices, lonts. environmenl 
variables or 5l,nrlup lilos a program is 
looking for Very useful when you're trying lo 
install a r>ew application. Version 1 ,5, an 
updaieioversKW t,2 On ti:£k-4Sl Includes, 
source mC Auirior Eddy Carroll 

Term A giTt-ware telecommun-caitons program 

wntlon lor AmIgaOS 2.0 or h:tgher. Features 
irKJude total eonfigurahilily, lulJ AF^xx 
control. Xpr-irsrafef support. tHelype- 
iden&ficalMfi atitf dcmnloed, cut A paste 
poM-and'-CiCk on Kraet>. auto upload and 
doavnload. unfimltod size scroiiiable review 
butter, solid ar>d fLrily-f eatured VT 1 0(X' 
VT220'AfJSI emu-lation. dpiional fast atomic 
terminal emulation, holkey support, powerful 
ptionebook and aahrtg turvnions, ability to 
HV4 flfld pnnt Ihe corlents of Ihe screen as 
IFF-ILBM or ASCII tile, full overscan and 
screen resolulK^ support (new ECS screen 
modes irK:tuded), asynchronous operaiii?n 
and a lot more This is version 2 3. an 
update to version 2 2a on dish 68 1 , Includes 
tulj source Because ot ris size, it is 
distributed on two disks, Thts is part l ot 2. 
Pari 2 IS on disk 730 Author: Olaf Olsen' 
Barthel 

Efifl.BltL0(iKJ2G 

HamLabOemo Demo version of an eipandab(e 

image formal conversion utility that converts 
GIF, IFF, JPEG, Tprga. BMP. TIFF. 
PBWPLUS. MTV, Spectaim 512, QRT, and 
Sun images into IFF (rrormal. HAM, hatl- 
bnie. and 'slced' vanations of each) 
Images can be scaled, dithered, color 
corroded, and cropped. This demo version 
Is limitotJ to pror;ei^sing pmages ol 512 by 
5 1 2 pixels or loss. This is version 2 O.S, an 
update to version 2 6 on disk 7 1 2 
ShilrOware. binary only Author Ed Hanway 

Heflraci A complete tieacter fite reference 

Definitions, structures, structure members 
aryj offsets. Ilag values, library contentE. 
tunctKjn (Jefiniiions, registers, library offsets. 
etc The datafroTi a set of VI. 3 Amiga ejkI 
iattce hea^r files is included and packsd 
lor imrrediate reference by Hentracl. 
Version ^.2. an iipdale to version 1.^ on disk 
674. Has groaity reduced search times. 
Freeware, includes partial source Aulhcr 
ChasA Wyndham 

P-lndexA program for croaung aciiva irdex.''selecior 
pages lo replace tho nomal window'lcon 
display. Appearance of pages i& only iimted 
by the capabilities ot your patrl program and 
your imagination Index lines can t>e shewn 
as arrays of bows {as with current "sei'Ktor' 
pn?gram5), or as icon look-alikes, or 
anything «l$e you fancy, with r>ormalEy a 
large savir>g In dsh space. Freeware, binary 
only Autfxir Chaa A. WyndKam 

P-Reader An ail-purpose reader that cksplays 

lextS.p«tU«e»,BnimatX)nsand scmnrts, wtiich 
rr\ay be uncompressed or compressed wrth 
■p-Compress'. Tents can include embecKled 
static or animated illustrations arvd Sounds. 
Ttiis is versjon e 2. an update lo versjon 52 
on dish 595. and. includes scrolling and a 
vnnely ol SCroen colouts, wrlh Other 
enhancemenis and bug lixes. Freeware, 
binary only. Author: Chas A Wyndham 

PowerSnap A utility that allows you to use Ihe 

mouse to mark characters anywhere on iha 
screen, and then paste them somewhere 
else, such as m arwther CLI or m a strrg 
gadget- Checks what font is used in the 
wtndow you snap irom and will looh lor tfw 
pMWon of the characters aulomalicaDy. 
Recofpiius Blnon propoftioniBl lonts of up 
to 24 piiels wiiJe and ol any hetghl Works 
with AmtgafXJS 2 in both sneH and 
WorliBerch errvifonments. This is versron 
2-0. an update 10 version 1.1 on diskB42. 
Binary only Author Nico Francois 



2View 2View is an IL8U picture viewer lor use 

under Wotkt>erH:h 2 04 or later. It supports 
atl standard EC3 graphics modes, SHAM, 
Mflcropninl-stylo dynamic hires, color 
cycling. AReiiK ar>d tx>lh the CLI and 
Workbench. Version 1 .52, an update 10 



version 1 .50 on disk 654 This version fixes 
a bug in 1 .50 and adds support lor 2,04- 
StylO wildcards from Ihe CLI Includes 
source Author: Dave Schreiber 

Advoniuro The Ccrfossal Cave Adiieniuro. by 
Dottald Woods and Will Crowther This 
progfam nins irom iho CLi or Woritbencfv 
and Is virtually Klentical to the original 
rruinlfame dassic, Tlhis is version 1 10. airt 
update 10 vervgn 1 CO on dak 6S&. Bnary 
wify Author, DonaU Wood^. YfiM Crowther 
ported by Tony 8elding 

Format A 2 04-on^ roplacemem for the AmigaDOS 
Formal command- It use^s b much moie 
complete Workbench user ffiterfaco 
(allowing for greater contro; over rofmaiimg 
Iron Itie WorkbenchI and i5 smaller Ihal Ihe 
original Formal command. Version 1 00. 
includes source. Aulhor: Dave Schreiber 

Vertex A 30 object edilor Ihal differs Irom olher 3D 
editors in many ways Vou ::an c^ioose any 
view, including perspectwe to sel- ect pomts 
and eKamme Ddjects- The view can be 
roiaied, pos- itioned and scaled at wilt by 
either typed m values or usng Ihe mouse, 
whch makes ihe editor las: and responsive. 
This IS version 1 62a. an update lo version 
1 36 3 on disk 648 Shareware, bmary onfy. 
Author: Aie»ander D, Debune 

Fred FISH Disk T2a 

501 This pn:>gram keeps scAre for the dart game 
501 . Games reconJed via the keytward 
create a data tiase refiectirg each player's 
perfonnance The statistics track personal 
bests, averages, mn percentages and high 
scoroR. Wniien and compiled using HiSoft 
BatIc Professional. Version 1.15, an update 
to version 1,12 on disk 65 1 Birkary onty 
Author Ghlles Lepage 

LastRetuge A last act.on game, wrmen enttrely m 
assenriblei. Takes over the entire machine 
and loads off a speaal bootable disk. Uses 
ihwarp (I'DcSuded) to regenerate thie bootabta 
game disk. Binary onty Auehor Carsier Tag 

PalchMan An eddor for Ihe fteiand JO-BOO 

programmable synthesizer. You can receive/ 
transmit'saveload single patcheis. the 
special setup, all internal patches, "ALL'- 
datos. sel parameters tot the three effect 
systems used in Multi nvxiz and edn the 
var- louspart parameters- Version VO. 
binary only. Author. Michael Fuchs 

FjestBtiHiUBkT^a 

BSBBS Baud Bandil Bulletin Board System, 

Features Include up to S^ file librahes wiltl 
extended filenotes. up to 99 tully thi^aaded 
mewa^ conferertces. number of uSers. 
fttos. rrws- sages, ete. a;e only Imnted by 
■torage space, oontroOed file library and 
m«t«oe conference kcssa for users and 
aye- ops. interface to extra devices tike CD- 
RDM and oSun, al treated as read only, 
coenplete Emai including binary mail. And 
multiple lonwardirtg, user statistics including 
messages wrttlon, liles uploaded or 
downloaded, time, etc, plus much more. 
VorsHjn 5 4. binary only Autftor Richatd 
Lee Stoc*(lon 

DSound DSound is an 8SVX sourid sampJe 

pifiyer that plays samples directly off a hard 
drlvo. without having 10 load the eniiro 
sarnple into memory first, making it possible 
to p'ay samples ol any lergth even urxler 
limited memory corvSlidis. Ttus is verskm 
1 20, an update to version l txi on disk 6S4 
This version adds sample looping. th<e ability 
to ntxyj uairv§ CTRL- C, and the n&liiy to 
prevent DSound Irom opeiing a window 
Inchides source Author Dave Sctrrcibor 

FF FF IS a file find utility for use under 

W^rVb^nch 2 04 or later, ft features a ful, 
tonl-sonsitrve GUI, AppWmdow support. 
dynamic llnd-iist update, the capability to 
re^og- ni^e both hard and soft links, and the 
atiiify to optionally deacerbd mio hard links tc 
djfectones This is versior 1 .01 , includes 
source Aulhor: Dave Schietber 

Bad FlflhJ}lBK-730 

Term A gift-w^rQ telecommunications program 

wdtlon for AmtgaOS 2.0 or higher FealureJ 
include total configurability, fulil ARexx 
control, Xpt-transfer support, fiCetype^- 
idantltication after dowrktad, cut A paste/ 
paint-arvd-click on screen, auto upload ar>d 
download, untimiied sxze scrollable review 
buffer sok3 and fully -feaUj red vTtoo 
VT22&AtiSI emulalion. cotK>na! fast alomc 
lermmal emutaiion. hotkey suppon. poMertm 
phonebook and dmiing functions, ability 10 
save and print ttie contents of Ihe screen as 
IFF-tLBM or ASCII lile. fu I Overscan and 
screen resolution suf^xid; (new' ECS screen 
modes Indudedi, asynchronous operation 
and a lot more This 13 vErsion 2-3, an 
update to version 2.2a on disk 531 , Includes 
lull source. Because ol its size, it is 
dislnbuted on two disks This is part 2 of 2 
Part 1 IS on dtsk 725. Aut'K»r Oial Oisen 
BOTW .AC* 
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American Laser Games brings the 

Old Wild West and Space Frontiers 

to game players world-wide. 




You have just come tii town. You are 
walking along a dusty street in wliat could 
orJv be the Wi Id Wyst when an old prospector 
runs into the street to tell you that a band of 
desperados has kicked the sheriff in his o\vn 
jail and taken over the town. As the old man 
is speaking, a disreputable looking character 
mo\'es into view down the street, drau's his 
gun, and shoots the old prospector in the 
back. Or vou see the scrubhy-looking killer 
and gun him down before he lias a chance to 
kill the old prospector, who could become a 
friend and a valuable source of information in 
town. It is these quick decisions and fast 
responses that decide your future in this law- 
less crossroad. 

The realistic characters and interactive 
story is what has made Mini Dog McCrcc a 
fixture in arcades from San I'rnncisco's Pier 39 
to the shopping malls of New England. This 
highly realistic, laser disk game has spawned 
a ^vhole series of worlds, all powered by the 
Amiga and created by thepeopleat .American 
Laser Games. 

In the past two years, American Laser 
Games has created seyeral different worldsof 
interactive fiction. Trom the Wild VVeslsetting 
of Mad Dog .VkCree, they entered the cooL 
dark ^vorid of Wlio Shot jolaiin/ Rock? You are 
a detective and it is up to you to solve the 
mystery of ivho shot Johnny Rock. Any or ail 
of four people could be the killer. Only through 
your successful efforts can you disco\'cr who 
the killer is. Your starting clue isa note clutched 
in the hand of the bod}' of Johnny Rock. 
However, as in all the games from ALG, the 
scenario changes with each new play. 

After Johnny Rock, ALG blasted off with 
a trip to space to encoimter SpiKC PinUef. The 
storv line is that a band of space pirates ha\'e 
overrun a small colonized planet and cap- 
tured its citizens. You must rescue the colo- 
nists and the ship's captain. Then you search 
four different planets to get the gems re- 
quireci to arm the Star Splitter which is the 
onlv thing powerful enough to destroy the 
space pirates. 

Now ALG has created another fast ac- 
tion, quick thinking game, Mmi Dog II. With 
Spanish gold, three different guides, and a 
whole lot of bad guys shooting at you from 
buildings and even trains, Mad Dog II is a 
sequel to live up to the original. 




According to ALG's Director of Opera- 
tions, Gary Essenpreis, attention to detail isa 
must in theseadventures. For the videogames, 
ALG has an in-house firearms design engi- 
neering department to develop and create all 
the fire arms used. This department even 
created the dreaded Catling gun tromscratch 
used in Mad Dog II. 

On an a\'erage, a complete session could 
take between 15 minutes and a half hour to 
play. The time is dependent on the time re- 
quired to solve the mystery. The time goes by 
a lot faster if vou keep from getting yourself 
killed. 

An interactive Background 

American Laser Games is a division of 
ICAT (Institute for Combat Arms and Tac- 
tics), Inc. ICAT, Inc. is a supplier of combat 
trairung equipment for the military and law 
enforcement agencies. Located in Albuquer- 
que, New Mexico, they provide a \\'ide vari- 
ety of training simulation scenarios in shoot- 
no-shoot situations throughout North 
America- While (he professional programs 
were built to life-size screen projections, .ALG 
converted their understanding of interacti\'e 
technology and the Amiga to create the much 
smaller arcade games. 

Mew Me,^ico companies provide film 
production and editing services. Even ICAT 
personnel and their children have worked as 
actors. The film is then transformed to a 1 2- 
inch laser disk. From the original storyboard 
to the shipping of the disks, each game takes 
betiveen five to six months for completion. 

Arcade owners are not limited in their 
use of the arcade display Linits. Although 



Whether you're solving a mystery 
(above) or saving a town Cleft), ALG has 
an interactive adventure for you. 



e\-ery game is different, an arcade may be 
changed honi one game to the next with the 
change of onlv a few decals, a new laser disk, 
and a RAM pack. Witliin an hour the arcade 
owner can switch from fighting desperate 
outlaws in the Old West to searching through 
adientures in a star system alive \vith space 
pirates. 

The games have been created to be easy 
to use and immediately recognizable. Screen 
sizes range from 25 to SO inches. The gun is 
always bolstered to the right: however, it can 
be used in either hand with the long cord 
running back to the main control box. The 
price of an arcade unit is dependent upon the 
size of the screen vou \yant. .According to 
company officials, the same games will be 
available on CDTV as soon as the technology 
is developed to provide an hour playing time 
for each game and full-motion video. 

For foreign markets, each game is avail- 
able in six different languages. Fnglish, French, 
German, Italian, Japane.se, and Portuguese 
are currently available. The Japanese market 
has a dual language: English/Japanese. While 
the Wild West is \'erv popular o\'erseas in 
Japan and Tliailand, the European market 
enjoys the Wild West but appears to prefer 
solving mysteries and trying to sa\'e or rescue 
characters. 

Ideas are flying at .-XLC as ihe\' plan the 
next great adventure. One suggestion is to 
use popular movies, both old and new, as 
hackgrountts for future adventures. The larg- 
est portion of the production cost in the entire 
game design is the filming. With movies re- 
edited for the arcade game, the costs would 
significantly drop and movie tie-in licensing 
could be \'erv substantial. 

American Loser Gomes 

ICAT, Inc. 

4801 Lincoln Road NE 

Albuquerque, NM 87109 

(505)880-1716 

Inquiry #244 
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Drawing 



Text Effects 




CAD 



AiitoTracing 



Business GrapKlcs 

1 5 for the 
price of 1 



Suggested Retail Price: $249.95. 
Call for a free brochure. 
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Welcome to Art Expression / 

People have been using Art Expression for more things than we ever imagined. It's like getting five programs for 
the price of one. If you never thought you'd need a structured drawing program, or even if you're not sure what 
one is, take a good look at Art Expression. If you need to do technical illustration but don't require a full-blown 
CAD system. Art Expression fills the gap with its precision drawing tools. If you're into Desktop Video, you can 
use Art Expression to create titles and special text effects for your videos and presentations. And if you're an 
artist, you can use BME (included free with Art Expression) to autotrace your scanned sketches, and then use 
Art Expression's professional editing tools to touch up your work. We think you'll agree that Art Expression can 
change the way you use your Amiga. The thousands of new Art Expression users think so. 

ihiHM Oi_;' ^i:K' 'V::v( 'i'' 'V/;. 

PageStream: the number one selling Amiga desktop publisher. PageStream is the winner of the prestigious 
Amiga World's Expert Choice award and Amazing Computing's Reader's Choice award. $299.95. 

TypeSmith: the first professional outline font editor for the Amiga. TypeSmith can create and edit PostScript, 
Compugraphic Intellifont and PageStream fonts. TypeSmith is ARexx and HolLinks compatible. $199.95. 

HotLinks Editions: a bundle of three programs at one affordable price. You get HotLinks (a data exchange 
system), BME (a bitmap editor) and PageLiner (a text processor), all for only $150! 



Soft-Logik Publishing • We gh 



5151-0589. J -800-829-8608. 

I asd T) peSmiih m MifciiuAs or regcaaed toitmiiLi. of SotVUgii Poblishm-: Ccsfvniiioo. Alt cnhtr CiJeiiurii* ire the pn^wty cif ftcir wpMiw o»tihs. 
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PROFESSIONAL^ PAINT & ANIMATION 



1 



IT HAD TO HAPPEN... 

We put the creators of Deluxe Paint 
Sr", Deluxe PhotoLab"^ and DCTV 
Paint™ together with the goal of de- 
veloping the most awesome paint 
and animation software ever for the 
Amiga. After many man-years of in- 
spired design and programming, it is 
simply... 

BRILLIANCE! 

IT'S AMAZING... 

By far the best paint program ever 
created for the Amiga. Paint and 
animation features you wish you 
had before are here now. You can 
paint and animate in virtually every 
Amiga graphics mode including all of 
the new A4000 modes! Brilliance 
also has a unique true color mode 
allowing you to create and modify full 
fidelity 24 bit pictures. Your Amiga 
has never shined as bright as it will 
with BRILLIANCE. 







IT'S POWERFUL... 

Multiple levels of UNDO allow you to 
experiment without fear. Written in 
assembly language for the quickest 
response, smallest program size 
and the most sophisticated features. 
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Anwoik by Jim Sachs. Civuicd til f>-il)\-ISO in 256 co/oy.v nil iiii Ami)><i 4001). 



A rich set of drawing modes will 
unleash your full creative potential. 
Multiple paint and animation buffers 
can be worked on at once, limited 
only by memory. The more memory 
you have, the better Brilliance be- 
comes. Power, features, sophistica- 
tion, ease of use, Brilliance has it all. 

IT'S EASY... 

The user interface was designed to 
put YOU in control, not the program. 
Quickly and precisely control all 
paint and animation features with 
the dynamic menuing system. It 
gets out of your way at the press of 
a button. A help window assists in 
identifying controls as well as current 
modes. The stacking menu bars 
can be user configured and recalled 
with function keys. You can even 
save your own configurations. 



IT'S BRILLIANCE... 

Once and for all, in one easy to use 
package, the total paint and anima- 
tion system for the Amiga. 

Best of all, it's from Digital Creations. 

Works with all Amiga models. 

Minimum memory requirement: 1 Meg. 

Graphics modes supported: 

Registerbased2.4, 8. 16. 32, " > 

or 64EHB Colors. 

6 bit HAM, 1 2 bit true color, 24 bit true color. 

With the new A4000: 

Register based 2, 4, 8, 1 6, 32, 64EHB, ' 

64. 128, and 256 Colors. 
6 bit HAM, 8 bit HAM. i 

12 bit true color, 24 bit true color. f 

(True color modes are represented with HAM 
mode displays however they are maintained 
in full fidelity internal representations.) 



DIGITAL 



P.O. Bax 97, Folsom CA 95763-0097 



Phone 9I6'344'4825 



FAX 9I6-635-0475 



CREATIONS 



Brillianco and DCTV Paini are iradcmarks of Digital Creaiions. Inc. 

Dciuxc Paint ST and Deluxe PhotoLab arc registered trademarks of Elccimnif Ari)>. Aniijza is a rciiislercd Irademark ot Commodore-ATTiiga. Inc. 



Circle 108 on Reader Service card. 



